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We begin a four-part history of the man behind the ZX 


104 OUT OF THE SHADOWS 
The men behind MIZAR revealed 





86 THE SIR CLIVE SINCLAIR STORY 
Spectrum 


93 GREAT SCOTT! 


Graeme Kidd interviews the adventure guru SCOTT 
 ADAMS and talks about HULK and SPIDERMAN 


128 ON THE COVER 


DAVID ROWE, cover artist talks about how he got started | 
ilustrating computer games 


28 MOVE ALONG THE BUS, 
PLEASE! 


À two-part competition involving WIZARD'S LAIR from 


BUBBLE BUS 


| 34 WELCOME TO BROAD STREET 


Test your knowledge of London's Underground and win 
some fabulous prizes from ARGUS PRESS SOFTWARE 


72 THE MICROMEGA SLIME 


CHALLENGE 


Win the chance to compete in an unusual hi-score 


challenge competition and be the first to see a brand new 


game 


74 WIN A “BRIAN | 
THE EDGE offer a competition with a difference for people 
with Bloodaxe on their Brain (or is that Brian?) 


84 ROCKY HORROR COMPETITION 


New from C.R.L. comes the game and a chance to win it 


88 BECOME A POP SUPERSTAR 
| With Virgin Games and Chris Sievey, plus LESLIE 
| BUNDER interviews the man behind THE FRESHIES 


| 108 AN EVERYDAY STORY OF 
PIFOLK 

Yes, Folks, the comPitition everyone's been waiting for 

and a chance to tell AUTOMATA where to get on (or is 


120 WALLY WEEK NEEDS YOU! 
| Win some Wally games and help form the Official Walhy 


Fan Club 
















| Lloyd Mangram examines the state of the Nation 


| More adventure tips and hints 


| | Rosetta MeClgod examines some educational programs. 


| Z EDITORIAL 
| plus games and advertisers' index 


8 MERELY MANGRAM | 
A new column for Lloyd as he does some summing up 


| 39 TECH NICHE 
| A new section which includes all things technical 


50 CRASHBACK 


Back again, the popular look back at older games with 
ROBIN CANDY & BEN STONE 


56 NEWS INPUT 
's from L.E.T. and a brief round-up for the month 


| 61 PLAYING TIPS 


ROBIN CANDY undoes a few Pokes and looks at 
DRAGONTORC, plus the map of BACKPACKERS 


68 CRASH HOTLINE 
& ADVENTURE 
Mew look Top 30 


72 HALL OF SLIME 
Mora goo from you, plus MICROMEGA competition 


76 CRASH FORUM 


95 ADVENTURE TRAIL | 
Derek Brewster wonders about the sense behind a new 
statute to levy a fine on blank tapes 


106 SIGNPOST 
110 CRASH COURSE 


123 ADVENTURES OF JETMAIN | 
Can our intrepid idiot survive his famished friends? 


124 FRONTLINE 
Angus takes a look at ALIEN and TRIPODS 
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Cute. 

Clever. 
Mischievous. 
Intelligent. 
Dangerous. 


Gremlins the Adventure, 

available early April on Dealers contact: Nigel Banford, Adventure International 
| 85 New Summer Street, Birmingham, 

Spectrum, Commodore 64, C16, Telephone: 021-359 0801 

BBC and Electron. & WARNER BROS INC 1983 
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[AT THE L.E.T. 


Despite the Doom and Gloom 
merchants among the national 
press and TV gloating over the 
troubles at Acorn, the recent 
Leisure Electronics Trade show 
at Olympia, proved that a meas- 
ure of confidence still exists 
within the members of the home 
computer software industry. 
The show completely filled two 
floors at the giant Olympia 2 hall 
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and ita provedto be very lively, 
As usual, the national media 
have tended to get it wrong. The 
trouble is that the press at large 
hatea'bubble' (or fadifyou like) 
to go on for too long. The comp- 
uter boom was seen asa sort of 
skate board fad tand that never 
lasted), but unfortunately itwent 


on and on. Now suddenly Acorn 


get into trouble and the news 
media's cynicism is vindicated 
at last - the bubble has burst, or 
so they think, This conveniently 
ignores other machines which 
are doing splendidly, thank you, 
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like the Spectrum, Amstrad, 
Atari and the Commodore 64. 
Nevertheless, itwould be in- 

accurate to say that there was 
not also an air of caution that 
pervading Olympia. Computer 
manufacttrers have had a hard 
time recently, and so have soft 
ware producers. Companies 
with strong product were expec- 
ting to do well, but quite a few 
have also been experiencing 
distribution and retail difficult- 
iegs. | don't particularly want to 
get into arguments with comp- 
uter retail outlets over availabil- 
ty of good games, because it is 
not the enthusiast shops which 
are to blame, but the giant mult- 
iple retail outlets. Many of these 
appear to have stocked up for 
Christmas with product, a lot of 
which isn't good enough to shift 
quickly, and as happened last 

&ar, they are now unwilling to 

Y in new games while old 

stock lies unsold on the shelves, 
This is beginning to cause an 
almost traditional bottleneck 
wifich throws the plans of soft- 
ware houses into disarray and 
prevents the development of 
new product. 

Hbehoves the buyers ofthe 
giant retail outlets and the distr- 
ibutors who serve them, to have 


a good look at what is going on 


and try to sort it out a bit better. 
As a consequence of this bot- 

tleneck, a number of software 

houses have rediscovered mail 


| order as a way ofselling their 
| new product. While | think thisis 


encouraging, it seems a shame 
that, because of inbuilt ineffic- 
iencies in the present system, 
shops should lose interest in the 
market, thus reinforcing the 
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effects of the bottleneck. 

What became apparent at the 
LET show, was that many soft- 
ware houses who had concen- 
trated on Commodore 64 
product over the Christmas 
period, were now turning back 
to Spectrum production again — 

roof that the Spectrum is still 
buoyant. Games lined up for 
imminent release offer further 
proof that Sinclair's little 


| machine still has room for ex 


ansion both in the quality of the 

raphics and in the content of 
the ideas, and thatthere are 
thousands willing and ready to 
be delighted by the wonders it 
offers. 


MORE PACKED! 


This issue of CRASH sees prob- 
ably more individual items than 
ever before. It's all partofa gen- | 
eral expansion ofthe material. | | 
hope everyone thinksthatby | 
breaking up the sections more, 
the magazine now offers a 
greater potential for information 
and enjoyment. In fact the art 
department have had a hard 
time fitting everything in! Two 
main changes are the creation of 
TECH NICHE, a separate column 
dealing with hardware, utilíties 
and everything technical. |t isn't 
alitoo big this month because of 
space, but it will be growing. The 
second is MERELY MANGRAM, 
a short column where pd 
gives a sort of overview O 
games not actually reviewed for 
one reason or another and looks 
forward to games aboutto be 


Gilsoft 104 | 
Gromlin. Graphics 18/19 | 
Incentive Software 73/1381 
Heywson Consultants 15 
Legend 101 
Lerm 125 
Micro Centre 45 
Micromega 2 
Mikro-Gen E3 
Ocean: back page 
Quicksilva 105 
Ram Electronics 47/49 
Romantic Robot , 
Sofala 

System 3 Software 

E 

Ultimate 

US Gold 81/91/1113 
Virgin Games E 
Ezapiba - 38 


CRASH April 1985 7 








MERELY MANGRAMMVERELY 


This month start a new short column aimed at suo up the month's games and including 
some of those that do not get a full review in the issue for one reason or another. ... 
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First off there are three recently 
released cassettes that will not 
rate a full review in CRASH be- 
cause they have been reviewed 
before under another guise. Of 
the three the worthiest is the 
new SOFIAID games compil- 
ation which is being sold in aid 
of the Ethiopian Appeal Fund. k 
costs £4,99 and on side one you 
get the Band Aid hit single Do 
they know it's Christmas fol- 
lowed by Spellbound from Bey- 
ond, the 'Q-Bert' type game (re- 
vigwed CRASH July 84). From 
The Edge there is Starbike 
ICRASH November 84). The 
other most recent game is 
Kokotoni Wilf from Elite (CRASH 
October 84), To complete side 
one are two older games, The 
Pala from Fantasy (CRASH 
Viarch 84) and Horace Goes Ski- 
ing from Melbourne House/ 
Psion (pre-dates CRASH). On 
side two the most recent games 
are Gilligan's Gold from an 
[CRASH December 84) and 30 
Tank Duel from Realtime 
(CRASH August 84). Backing up 
the second side are Ant Attack 
from Quicksilva (CRASH Feb- 
ruary B4 — issue 1), Jack and the 
Beanstalk by Thor (CRASH Aug- 
ust 84) and Sorcery trom Virgin 
Games. The excellent inlay 
ves a quick objectives run- 
id on each game and a tape 
counter setting so you can fast- 
forward to the tile you want. 
Sounds like excellent value and 
allina good cause as well! 

The next two offerings are 
both from Mastertronic in their 
199 range and both are re- 
releases. First, Wizards Warriors. 
This came out before CRASH 
existed, but was well reviewed 
in the CRASH Mail Order catal- 
oque of the time. Basically a 
copy of the arcade original, you 
have to enter the crypts of the 
Wizard and defeat his minions. 
The various nasties behave 
differently and have different 
firing powers and habits. If you 
do really well, the angered Wiz- 
ard might appear himself (al- 
though often he's invisible 
except on the radar screen). 
Abersoft released this game 
originally, and at the time it was 


== pretty good, with smooth mach- 
| me code graphics to make a 

Mm tough arcade game. lt's well 
“Per worth another look at the new 


low price, especially for Spec- 
trum games historians. 

The second offering is not so 
brilliant, a re-relgase of the Spirit 


E Software road racer game 
- Formula 7 (CRASH September 
= 84). Apart from the price change 


the main difference between 
this and the original is that you 
are no longer supplied with the 
“yellow ashtray' steering wheel, 
instead the inlay suggests the 
use of a 'sellotape tin” lid! 
Although lhave had letters from 
readers saving they enjoyed the 


game, | would still suggest that 
it's pretty useless às a road 
racer. Interestingly enough, the 
next development of road racer 
ames may well be the one 
isure Genius are currently 
planning, a licençed computer 
version of Scalextric! From what 
little I've heard, it sounds like 
fun; the two players will not only 
have a top view of the track they 
have created, but also their own 
3D evelevel view. 
ne game we never got 
around to reviewing properhy is 
another of the “Track and Field" 
type games, this one from a soft- 
ware house called Century City. 
The game is Olympic Challenge 
and it offers the now traditional 
range of events, namely the 
100m, 400m and 1500m as well 
as the shot putt, discus, javelin, 
long jump, high jump, pote vault 
and 110m hurdles. There have 
been so many variations on this 
theme that it has to be a good 
one to score now. Olympic Chal- 
fenge lacks in most depart- 
ments; graphically it is poor 
with am unconvincing stick 
figure and stiked animation. 
Chris Passey will be passing 
more detailed comment on next 
month in our giant Sports 
Roundup. 

There seem to have been 
quite a few programs coming 
out recently from all sorts of 
software houses that tend to 
resemble some of the 'parlour 
james that were popular on the 

81 and early Spectrum. This 
next one is typical, M-Ultimate 
from Britannia Software. This is 
a 3D noughts & crosses pie 
on a grid of boxes 4 by 4, each 
box being a grid of 4 by 4. The 
player fights it out with the com- 
puter on three skill levels with a 
choice of going first or second. 
The player selects the square to 
fill next by moving a white 
cursor on am awkward set oÍ 
keys (Z/A for up/down and N/M 
tor left/right). As usual, winning 
lines can bé on any one small 
ge. or scattered throughout the 


D whole, as long as the lines 


arestraight! M-Uitimate isn't the 
most exciting version fve ever 
seen, butt plays a mean encugh 
game on the higher levels and 
reasonab!y friendly to use. 

Únto some goodies to look 
forward to next month! 

We're running competitions 
this month tor both Broad Street 
and Hocky Horror Show. The 
first is from Argus Press Soft- 
ware and is based on Paul 
MeCariney's movie “Give my 
Regards tô Broad Street. You 
play the part of the ex-Beatle 
searching for the members of 
his band all over the London 
Pt a system. | haven't 
sean the Spectrum version vet, 
but the graphics look good and 
the game ideas is novel, Iinvolv- 
ing a drive round the streets of 


The coverartwork for 
STARION — a mind-blowing 
game from Melhoure House 


| 
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| London using a road map sup- 

pliad. The packaging is excellent 
and the game promises much 
tun. We'll see next month in the 


ER full review, 


Rocky Horror Show was the 
great seventies cult stage mus- 
cal (it was filmed as well) and 


PP" stars two mid-American teen- 


áge innocents (Brad and Janet) 
who get trapped in a E movie 
horror house when their car 
breaks down. The music was 
great. Now CAL are about to rel- 
Base a computer game version 
which includes  marvellous 
- folgas based firmly on the 
dim. The characters are well 
animated, using black line 
graphics on asingle colour back- 


E ouro. You can play either 


rad or Janet in this non-sexist 
| graphical adventure (no text 
input). Às the CRL blurb says, 
there are lotsa larfs, transylv- 
anian parties, thrillis and chills, 
romance with gorgeous gáls or 
hunky guys. lt isn'teasy having a 

00d time, says ace-villain Frank 

Furter, but the game may 
prove him wrong. 

Another important game 
which arrived just too late for a 
proper review is Hewson 
Consultant's Dragon Torc of 
Avalon, The plot is setina time a 
few vears after Avalon. Morag 
the Shapeshifter, Witch Queen 
of the North, has gained one of 
the five crowns of Britain and 
threatens to gather the others 
from which she will remake the 
magical Dragontorc and be- 
come all powerful. Once again 

ou play the astral projection of 

aroc in a quest to rescue his 
old tutor Merlyn, held captive by 
Marog. A lot of the action takes 
place outside in this new game 
and there is much more inter- 
action between the computer 
controlled characters and Maroc 
(see Robin Candy's Playing Tips 
section). Once again, the graph- 
ics are atmospheric and the 
game is joystick driven. The 
player starts off with'a few more 
spells this time and author Steve 

umer has done some pretty 
mean hiding of the others, 

DkK'Tronies sent us a very 
early preview copy of their new 
graphics adventure based on 
the popular TV series 'Minder', 
In Minder you play Arthur Daley 
and the object |s to maintain his 
dishonourable tradition of 
making enough money to sup- 
porta lamboyant life-style with- 
Out sad ly work. The game 
starts at Arthur's home, a great 
mystery that contains er 
indoors. There's the Lock Up 
under the railway arch, Terry's 
flat (Terry can be unsociabte if 
vou visit him at the wrong times 
of day), the Winchester Club and 
many other locations. Minder is 
a strategical graphics adventure 
with loads of interactive char- 
acters all trying to buy or sell you 
something. You are given justa 
fortnight to keep yourself in 
ready cash, With adventures it's 
often a question of choosing the 
night words — with Minder the 
right adjectives to describe the 


rubbish you're trying to sell a 
character are all important. 
sounds like involved fun. 
Melbourne House are also about 
to release a major game called 
Starion. l's described as a multi- 
dimensional 243-zone space- 
time simulation requiring reflex 
skills, analytical powers, stam- 
ina and a keen sense of advent- 
ure (which rules me out)! The 
par 5 2010 and your name is 

tarion, brightest graduate of 
the Space Academy. You have 
been selected to pilot the 55 
otardate and go back in time to 
correct devastation wrought in 
the space-time continuum by 
evil aliens. The idea is that aliens 
have- been removing items of 
historical significance from their 
correct time zone to one another 
of the eight local time zones. 
You must engage and destroy 
the enemy time ships. The dead 
alien's. illegal cargo will then 
materialise in the form of an 
alphabetical letter. Having col- 
lected all the letters you will 
have to unscramble them, 
decide what the item is, and then 
fhyth Fough the time warp to the 
correct time zone to replace it. 
The arcade elements are numer- 
ous, and some sense of history 
will also be useful! The author is 
David Webb, a 19-vyear old 
undergraduate in Mathematics 
at Oxford University. He has 
written two books previously for 
Melbourne House. More on 
starion next month. 

That just leaves two items. 
First, Elite are about to launch 
their new game Grand National 
which is officially endorsed by 
the Aintree race Course Comp- 
any. The player becomes the 
jockey, with the task of not only 
completing the 30-fençe Aintree 
course, but also of selecting a 

articular horse to ride. In the 
irst Of three sections a race 
report for the current form of 40 
horses is given, and bets can be 
placed on runners. The player 
then selects his horse. In the 
second section the race is run. 
and allows the player to monitor 
the horse from an overhead or 
side view, stegring the reins, 
cracking the whip (to increase 
speed) and jumping fences. The 
third section is a race repor 
where the player can build up a 
record and go for the final 
award, Grand National should 
be out now, price £6.95, 

Second, Beyond should be 
releasing the latest offering 
from the Denton Designs team 
called Shadowiire. All we have 
at the moment is a mock-up of 
the excellent packaging. Beyond 
say this icon-driven graphical 
adventure is involved and 
complex, but if it isn't vet 
released by the time the next 
issue goes to press, we hope to 
bring you a better idea of the 
game and some playing tips. 
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Magic and death on 
the plane of limbo 
for 1.8 sorcerers. 
Over 50 animated 
creatures and 
spelis to summon 
from the depths of 
helland beyond! 


A brilliant inter- 
active arcade adven- 
ture for 1-4 players. 
SO locations full of 
beautiful graphics 
and degdly fors -the 
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“Tower' is a classic... trefines the 
traditional adventure to perfection." 

- Popular Computing Weekly 

“A startlingly original and fresh 
approach. Fantasy fans will love this 
game.” - CRASH 

fr lives up to all the claims made for 

-Iicro Adventurer 


vol Hope , 


48k SPECTRUM 

THE SPECTACULAR GRAPHIC 

SEQUEL TO THE CLASSIC 
ADVENTURE 


“Anexcellent and 
detailed wargame 
with graphics to 
match - at last!" 
CRASH 

The acclaimed war- 
game is now on CBS 
and QL - contains 
over 2006! 


Games Workshop games available ri allgood shops or direct from 


GAMES WORKSHOP MAIL ORDER, 27/29 SUNBEAM ROAD, LONDON NW10 1 


vuith this coupon Please Rush Me [tick boxes):- 
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CHILLER 


' Producer: Mastertronic 
Memory required: 48K 
Retail price: £1.99 
Language: machine code 
| Author: Richard Wright 


The plot behind Chiller is 
very similar to the Michael 
Jackson video 
least the scenes are the same 
they're just presented in a 
slightly different sequence. 
The action starts “in the 
forest, rather than in the 
cinema, and then moves to 
the cinema, the ghetto, the 
raveyard and the shack 
well] actually it's a mansion 
now). That's about as far as 
the similarity goes, well it 
would be very hard to design 
a game in which the player 
had to run about singing, 
| dancing and generally 
pulling funny faces at the 
local population. Chiller still 
has a touch of the old Holly- 
wood horror film, boy meets 
girl, boy loses girl to the 
gremblins, é As is your bit 
now) sets off to rescue his 
girl before it's too late 
" Essentially Chiller is a plat- 
| form game played over five 
| screens. You start off in the 
forest and your task is to col- 
lect all of the crosses that are 
scattered around while 
avoiding contact with any of 
the ghouls, and that includes 
just about anything that 
moves. Should you collide 
then your energy, shown on 
a bar line, will decrease. You 
only have one life so it's 
| important to keep 
bad levels high and this is 
done by eating mushrooms 
'“|be careful not to eat the pur- 
le ones — not only do they 
ook rather unpleasant but 
they actually make you ill). 
After you have collected 
the crosses you can move to 





1 


Thriller, at. 


your | 





the next screen but on every || 
screen the task is the same, | 


collect the crosses, eat the 
mushrooms and avoid the 
houls. If you escape from 
the forest vou must work 
four way through the next 
our screens before you have 
any chance of rescuing your 
girl. She has rather stupidly 


taken up a position on the | 


roof of the Mansion. After 
you have collected the 
objects and climbed up to 
meet her you could be for- 
given for expecting a break, 
sorry, no Hollywood happy 
endings here, You must esc- 
ape and go through it all 
again if you want to get 
home safely. 

Points are allocated accor- 
ding to the number of 
crosses you collect. This is 


| rather curious since there is 


also a scoreboard which 
shows how many crosses 
vou have collected. Of 
course the one glaring omis- 
sion is the Thriller music, but 
that's all history now since 


the row about its use on the | 


CBM64 version. 


CRITICISM 


O Chiller is a pretty good 
CBM64 to opectrum 
conversion but seeing as the 
game's pretty boring any- 
way, It wasn't really worth it. 
The graphics are small but 
okay for what they have to 
do, on the other hand they 
aren't really acceptable 
when you see the standard 
of some of the graphics 
produced today. there is a 
sound on/off button but virt- 
ually no sound to turn of. 
Chiller is quite playable for a 
while but soon becomes tot- 
ally and utterly boring and | 


wanted to switch it off five | 


minutes after loading it. I'd 


rather pay more for a good | 
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| Just around midnight tha howling begins, but despite soma jolly 
looking graphics CHILLER has littla thriller in it | 


BE than £1.99 for this rub- 
ISA. 


O “Chiller has some ode | 


sized graphics; some are 
very large and some are tiny 
and not of relative size to 
each other Nevertheless, 
most of them are drawn 
quite nicely and it looks col- 
ourtul. The game has a very 
strange character — “you' 
are meant to rescue your bel- 
oved but oddly enough, 
when you arrive she has also 
been possessed by evil spir- 
fts, so you have to run alí the 
way back through the scenes 
again, When you analyse 
this, there doesn't seem 


much point to the game, to | 


try and rescue someone you 
already know is possessed 
by evil spírits. But then 
again, | suppose you get 
what you pay for — a poor 
plot, ! found moving about 
the screens quite difficult, 
the contro! keys were also 
possessed by evil spirits and 
didn't respond too well The 
onty reason wiy | could rec- 
ommend this game is for its 
price — it has no real other 
qualities. 


O “Chiller actually looks 
rather good at first glance, 
with jolly graphics. But this 


impression only survives a | 


few moments once you act- 


ually start playing. The game | 


content is poor, the controls 
are sticky and the overal| obj- 


| ective is not sufficiently exc- 


iting enough to hold the att- 


| ention for more than a few 
| minutes. 


COMMENTS 


Control keys: 
OW,ERT/YULO,P 


| Teft/right, Hto ENTER to 


jump 

Joystick: Kempston, Fuller, 
Cursor type, Sinclair 2 
Keyboard play: responsive 
Use of colour: very g00d 
Graphics: above average 
Sound: can be toggled 
on/off but poor 

Skill levels: 1 








Lives: Only one life available 
but energy extendable 
throughout game 

Screens: 5 

General rating: looks like 
there's a lot going on, but in 
the end lacking lasting 


| appeal. 

Use of computer 61% 
Graphics 50% 
Playability 31% 
Getting started 67% 
Addictive qualíties 15% 
Value for money 65% 

42 % 


Overall 





THE 
THINKER 





"Retail price: E 1.99 


Language: machine code 


The Thinker is a stiding block 
puzzle but comes complete 
with a warning from the pub- 
lisher, "If you value your san- 
ty, don't buy this game it 
makes Rubik's Cube look 
simple'. Having failed to 
crack Rubik's Cube, my front 
door AND The Thinker, | 
really don't feel qualified to 
make comparisons. 

On loading, the user is 
asked to select a level of diff- 
iculty from 1 to 5, After vou 
have answered the promt 
the game board is drawn. 
You are confronted with a 
large square outline, at the 
bottom of which there is a 
gap about two thirds the 
width of the square's síde, 
The gap corresponds to the 
smaller red square position- 
ed at the back of the box 
wfich in turn is surrounded 
by nine other blocks of diff- 
erent sizes and colours, each 
block being numbered. The 
object of the puzzle is to 
move the red block out to the 
frontofthe box, butto do this 
the other blocks have to be 











Getting the red square out from the back is the brain-tessing puzzle 


here 


rearranged, within the con- 
fines of the box, to allow the 
red block free passage. 
Sounds easy. 

To move any of the blocks 
simply requires the user to 
input the number of the 
target block and then, by us- 
ing the cursor keys, to show 
where you would like it 
moved to. Should you make 
an illegal move then you will 
receive the first of three 
warnings, persist and you 
are in for a nasty but witty 
| shock. 

Should vou fail to crack 
The Thinker then you will be 
able to write to the publish- 
ers for the solution. | can con- 
fidently predict that Atlantis 
will be getting some extra 
post, 


CRITICISM 


O 'lt's always a bit difficultto 
know what sort of criteria to 
| use in commenting on a 
game like this. Certainhy the 
computer is ideally suited to 
this type-of puzzle game, and 
| in the end people who enjoy 
| difficult puzzles will no doubt 
| enjoy this as a computer 
game. A big advantage is the 
price, which makes it well 
affordable even if you are not 
sure whether you will like it 
or not. Graphically it is unex- 
citing, as you might expect, 
but the moving routine is 
friendly enough and the puz- 
zle provided is a great deal 
harder than it looks at first 
glance. Im still trying.' 





O The Thinker is a sight 
advance on the plastic siide 


puzzles you had when you | 


were iittle kids, the only dif 
ference being that the blocks 
are not just square, they are 
all different shapes and sizes 


and very difficult to move | 


about in the right order. One 
thing that iritated me was 
the beeping, buzzing and 
chirping — ft got en my 
| nerves and wasn't conducive 
to thinking; and it slowed the 


ame up considerably. Apart 
rom that | found the game 
enjovable, which is most un- 
usual for me. ! don't know 
whether it is more difficult 
than Rubik's Cube, but with 
only one face instead of six | 
think it must be easier, al 
though the time limit can 
become quite drastic.' 


"How, you may ask, can you 
have a level of difficulty with 
a program like this? It's all 
rather cunning, should you 
be foolish enough to select 
the hardest level, five, you 
are allowed very little time to 
decide on your move, if you 
take too long then the com- 
puter will force a move on 
vou, but it will be à bad one. 
Atthe highest level your time 
expires after about 8 sec- 
onds, level 2, the lowest, 
allows you plenty of time. 
Since this puzzle is hard to 
solve at any speed (until 
vou've done it once of 
course) | cant quite see the 
point of a time limit at all. 
Still, it proves to be quite a 
brain-teaser and therefore 
worth à if you like this sort of 
thing. 


Control keys: cursors and 
zero to 9 (the red block 
number 10 is actually zero) 
Joystick: cursor type 
Keyboard play: simple 
enough and responsive 
Use of colour: very simple 
Graphics: very simple 
Sound: loads of entry beeps 
Etc 

Skill levels: 5 

General rating: a tough 





puzzle. 

Use of computer N/A 
Graphics N/A 
Playability 68% 
Getting started 69% 
Addictive qualíties 85% 
Value for money 79% 
Overall 79% 


SAM 
STOAT 
(Safe- 
breaker) 


Producer: Gremlin 
Graphics 

Memory required: 48K 
Retail price: £6.95 
Language: machine code 





More alliterative arcade adv- 


enture from Gremlin. In this 
one vou play Sam Stoat, à 
cunning  catburglar or 
stoat-burglar if you prefer). 
The object is to enter one of 
the four houses on the start 
screen (house 1 easy, house 
4 hard), then locate the bomb 
and the match to blow the 
safe, and escape. Escape is 
only possible ifyou have col- 
lected the diamond necklace 
carelessly left lying around 
on the floor. On finding the 
bomb it will follow you 
around, Points are awarded 
for picking up any other val- 
uables you may come 
across. 

Each house has a series of 
rooms interlinked with each 
other, but as usual there is à 
lot of nightlife in them, vic- 
ious gnomes, drunks, boune- 
ing bed springs, spiders, bats 
and more. These tend to eat 
away his energy, indicated at 
the bottom ofthe screen by a 
'Bloodometer”, but it can be 
replenished by finding Stoat 
Healing Elixir. 

Ônce the diamond has 
been collected, Sam can 
leave the house through the 
mousehole, which turns out 


Sam has found tha bomb inside a room in one of tha houses. The bomb 


vvilE Folio mhorevor ha goes. 


EA ILHA 





“to be a large lake with five 


| 0 “Sam Stoat starts off after 


HISCÓORE €EHDO0OO 





pillars standing in it. The. 
three middle ones rise and 
fall in a rhythym which | 
makes leaping from one to 
the other rather difficult. Fall- 
ing into the water is fatal of 
course. The game is played 
over 80 screens, twenty per 
house. | 


“CRITICISM 










a heartawvarming rendition of 
the 'Z Cars' TV theme. Re- 
member that, no, good, bec- 
ause neither do |. The game 
15 typical in layout to the 
recent Gremlin productions. 
| found the graphics okay but 
some of the moving charac- 
ters, including Sam, were a 
little cumbersome. For some 
odd reason mouse holes 
were connected by separate- 
ly rising pillars in a watery | 
environment. As a game 
Sam Stoat was quite good, 
but the houses were not all 
that big (Barrat obviously). 
Gremlin, in my humble 
opinion, don't seem to have 
captured the appeal of their 
original Monty. But all in all 
Sam is a good game, pretty 
playable, but | have doubts 
as to its addictive qualities.' 


O “Gremi/in Graphics seemto 
be pursuing this animal 
starring series. The character 
this time has turned to crime | 
for his thrills and spils — df | 
you always fancied yourself | 
as a bit of a burglar then 
now's your chance. Safe- 
breaker must be one of| 
Gremlin's most difficult | 
games yet, not in the game 
itself but in the link screen 
(the mousehole connection). 
where you have to jump over 
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rising and falling columns — 
good timing is a MUST — 
| and it does become frustrat- 
ing after a while when you 
cannot get over the river and 
continue with the game. F'd 
even go as far as to say that it 
would be much better to 
make this part of the game 
easier and make the rest of 
the game more difficult. 
There doesn't seem to be 
much content to this game 
untess ve missed some- 
thing, vou don't really even 
have to avoid the characters 
inside the houses as they do 
nothing more than slow you 
down. One major attraction 
is the detailed graphics; 
tomato plants and flower 
pots are wondertully drawn, 
as are all the playing charac- 
ters, each being individually 
animated. Gremlin dont 
seem to be producing games 
of as high a quality as Monty 
Mole — yes they ve got the 
| grpres right, but there's 
rtite game in it 




















o “i'm not quite sure what 
the 'Bloodometer” is for in 
this game, unless there is 
some equation being made 


Sam a vampire? Or is he a 
heroin addict? Sam, of 
course, is the character who 
rescued Monty in Monty is 
Innocent, and now we know 
why he is familiar with the 


obviously been  nabbed 
before! The graphics here 


previous game, much 
cleaner looking and far more 
interesting, they are except- 
ionally well animated too. 
vam átoat is a more involv- 
ing and difficult game than 
Monty is Innocent, but most 
of the difficulty seems to 
come from the mouse hole 
leaping bit rather than the 
main game, and this form of 
connection is vital to get to 
all the other rooms in the 
house. | get the feeling that 
what is happening now is 
that game need games des- 
igners as well as program- 
mers — they are not neces- 
sarily the same thing at all. 
Good, well animated graph- 
ics and a simple sort of idea 
longer holds the lasting 
appeal necessary to a great 
game, and this seems to me 
to be true of Sam Stoat Safe- 
breaker. The game looks 
good, but is not, | think, very 
addictive.' 
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about Stoats and blood. |s| 


insides of a prison — he's. 


are far better than in the | 


| Sam Stoat, swag bag on his back, encounters a Few nastios. Ho could 





always pop into one of the two mousesholes. ... 





COMMENTS | 


Control keys: OQ/W left/right, 
P/L up/down (L is not 


mentioned on the inlay) Bto | 


SPACE to jumpor enter a 
house 


| Joystick: Kempston, Sinclair 


Keyboard play: simple 
layout and responsive 

Use of colour: good 
Graphics: very good, some 
excellent animation and 
drawing 

Sound: good start tune, 
lacking in spot effects 


VIDEO 
POOL 


Producer: OCP 

Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: James Hutchby 











Here is yet another pool 
simulation: program compl- 
ete with the features that we 
have come to expect. In ess- 
ence all that's required to 
win |5 to pot the five num- 
bered balls on the table 
without losing any lives. 

To make a shot one simply 
steers a cursor around the 


cushion and when itis inline | 


with the cue ball and in the 
direction necessary for the 
shot the player then holds 
down the space key until the 
required level of power 
(shown on a bar indicator) is 
reached. Releasing the space 
key makes the shot. Scoring 


TP —e— e em e 


"average to good. 





| fór pool can be pretty compl- 


FEBREAKER 4] 


SKIN levels: 4 selectable by 
house choice 

Lives: it says 4on the inlay, 
but this seems a little silly as 
vou have one life and an 
energy (Bloodometer) level 
Screens: 80 

General rating: above 


Use of computer 63% 
Graphics 74% 
Playability 64% | 
Getting started 63% 
Addictive qualities 51% 
Value for money 63% 
Overall 


icated. Here the points are 
calculated as a multiple of 
the frame number, the ball 
number, the pocket value all 


multiplied by ten. The shot | 


must be potted before the 
end of the shot count, if you 
fail to pot a ball after 5 shots 
then you will lose three of 


vour lives. You will also lose 


a life if you pot the cue ball or 
miss a ball altogether. Higher 
skill levels are achieved by 
reducing the time allowed to 
make a shot, using smaller 
pockets and reducing the 
number of attempts avail- 
able to make a shot. 

The menu allows selection 


of a two-player game. In this | 
| mode each player has a 


unique set of balls. À special 
mode allows the selection of 
two versions of the standard 
game, the first of which 
requires that the balls are 
potted in numeric order. The 
second and hardest of the 
variations is the game in 
which the player has to pot 


the balls into the pockets | 


bearing the same numbers. 


68% | 






The package has a mode 
referred tg as 'Table-editor' 
which allows you to set up a 
table with the balls in any 
position 50 you can practice 
those hard-to-get shots. 


CRITICISM 


O “Vídeo Poo! gets off to an 
excellent start with am ex- 
tremely classy title sequence 
— we are talking smooth 
with a Capital 5. The game 
itself is a typical enough pool 
game. lt has several variat- 
ions and an editor for setting | 
up trick shots. Hands up all of | 
vou who can pot the lot im 
one shot! The graphics are 
smooth but not very colour- 
ful attribute problems 
would have occured if they. 
were, 50 perhaps they're 
best left. Video Pool is as 
good as most other pool 
programs on the market. 


O The graphics are certainly 
very impressive, although 
pool should look a bit brigh- 
ter, but the balls are o 
and move very smoothly 
indeed. | liked the difficulty 

level selections like choosing 

between the size of pockets 

on the table. Shot selection 

and taking is simply done 

and reasonably fast to ace- | 
omplish. There are quite a 

few | billiard snooker pool 

Drograms available now, 

and this is certainly among 

the best. 


| COMMENTS 


control keys: user definable, 
preset M/558 left/right Space 
toshoot | 

Joystick: Sinclair 2, 
Kempston, Cursor type 
Keyboard play: good 
response, movement of 
cursor initially confusing 
Use of colour: sensible 
rather than exciting 
Graphics: excellent action, 
very smooth indeed 

Sound: very little sound 
Skill levels: 3 

Lives: 5 per frame 

Screens: single screen 
action | 

General rating: an enjoyable 
game but apart from the 
smooth graphics this is a 
fairiy standard version 





Use of computer 77% 
Graphics 69% 
Playability 68% 
Getting started 12% 
Addictive qualíties 69% 
Value for money 63% 


Overall 
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Morag the Shapeshifter has sdezed the Crown Mer from her evil spell, emotion to the multitude of characters in the 
o! Dumnovia and is out to find the other four On your travels through the sirife tom game — cross them too often and any 
crowrs that make up the Kingdom of Birhain. kingdom you can develso magica! powers to chance you have-of beating Morag to the 
The five crowns were struck from the help you understand and master the crowris may be dashed forever. 

legendary Dragontorc of Avalor in the mistertes of jancimarks like the Calant Ringo! Addto the a FREE map and scenanio full of 
distamt past, and if brought together again Stones, and the Secret Crypes. clues, hundreds of locations, al in 30, quer 
will alho the kesper fantastic pomver. Morag The leyimes, afich can be plotted on the 200 different discoverdes to make, and you 
intenias o controé this Torc of Powver and accompanying map, ll De your main route have a sturming adventure R could take you à 
subject Saxo Britair to decades of tyranry. to the croams. lifetime to complete! 

However, you can take the role of Maroc and And for the first time in army adventure game Dragontor of Avalon — The Living Asventure 
Mage, seek out the remaining cromma, you] encounter Sensory Animation! This Move — Available for the 48H 


combat Morag and release your old tutor programming break-through has guenlfelike Spectrum and Spectrum +. Only €7.95. 


AVALON — The 3D Adverture 
TE, Movie 

E) Canyou ger your astral projecion Maroc past 
the Gate House Level, through the Mines of 
Madness, and orvards to meer the Lord of 
Canis irreget 

| Astouráng 3D graphics over 223 rooms, 27 
speils and over 100 animated characters make 
this the adventure game Of the decade. 

Can you master k sogner? 


Arcade Adventure with 
TECHNICIAN TED 

Try to work through 50 serdens of varia complexity, 
But ateh Our for tre most urinetpial prRmiates WO 
ever came across. Remember, you are veorking br a 


has made Technitian Ted óne of 1985" top games. 
Clock hn with Ted now. 
For the 48M Spectrum ari Spectrum +, £5.95. 
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Producer: Ultimate 
Memory required: 48K 
Retail price: £9.95 
Language:machine code 


Alien 8& was perhaps the 
most long-awaited game 
from Ultimate from the time 
“ofits first appearance as an 
advert, Due to the time scale 


it just missed review in last 


“month's issue, so by now 
probably most fans will 

now all about the game and 
this review will be redund- 
ant. But perhaps not. Has 
Alien 8 caused another cont- 
roversy? lt looks just like 
Knight Lore a lot of people 
exciaimed, feeling obscurely 
ripped off. Now read, after 
the event [!), what the 





16 CRASH April 1985 


by now 





But first a brief word 


about the game. Indubitably, - 


the graphics style is identical 
to that developed for Knight 
Lore, with the solid looking 


3D graphics. Again, objects 


can be manipulated in a 
variety of ways to make life 
easier for Alien 8, a cute little 
robot who thinks in 8 direct- 
ions but moves in four. As 
Alien 8 (making his first app- 
earance in this month's Adv- 
entures of Jetman), you are 
aboard a starship which is 
slowing for its long-waited 
rendez-vous. The ship is full 
of rooms some containing 
cryogenically frozen beings. 
The object is to restore life to 
this chilly people before the 
time limit for arrival runs out, 
Life of course would be 
mechanically simple, were it 
not for the varied aliens pen- 
etrating the ship's defences. 

On top of that you must loc- 

ate replacement packs for 

the robot, and work out what 
helps you to do what and 

“The rooms are necessarily 

more space ship-like than 


had Pe 


CRASH team thought of 
Alien 8. . 


puzz 


those in the dungeons of 


Knight Lore, but again blocks 
an 


eso are piled up in 
zzling configurations, 
often hiding unpleasant 
spikes and pyramids. Some 
blocks move under their own 
power, | 
moved, and many dissolve 
on their being touched, As 
the light years tick away to 
zero, th 4 
hectic... 
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others may be 


e pace becomes 


O “lts here and they've 
done it again. Alien 8is, inits 
basic design, rather similar 
to Knight Lore. On more 
observation | felt it would be 
Knight Lore in space, but 
after playing for a bitthiswas 
proved very wrong. It was 
much more than this. In fact 
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again (it d 


pleased to see the. 
ia pd of thought and 


“AB is A1. The game is really 
enetending and has 
“Of features and tests. lateral 
le ic as well as arcade the 


enty 





pxes are required. The 
o, Alien 8 the robot, has a 
personality dueto his style of 


'movement and actions. This 
space craft seems to be 


mouse ridden; perhaps 
Sabre Wulf could have some 


“casual employment here; it 


contains clockwork mice e 


things I've christened 'moul- 


:; 


eks' — half. mouse, haif 
Dalek. A useful piece of equi- 


'pment to find is a compass 
Stand which, dm 
upon, controls the multi- 


when stood 


directional robots — great 
for mine clearing. The sup- 


port valves come in useful as 
a jumping platform now and 
| n't seem to im- K 
pair their ability to function 
when inserted in the socket). 


Overall Alien 8 is excellent 
and a worthy smash. I'm 


reater 
reflexes that this adds to the 


computer game. Congratul- 


ations Ultimate, again. For 
those who may moan that 
this is too similar to Knight 


Lore, well let them moan as 


they probably couldn't do 
better, There will many more 


“who do appreciate it. | do for 
one | | 


O “Alien 8 looks like and 
plays like Knight Lore but the 


game is a bit of an advance- 


ment over the former game. 

The graphics are excellent 
and the sound is good too. 

Despite the similarity of idea, 
! think of the two | prefer 
Alien 8 as if seems a bit more 
piayable. The game features 
quite a few nice touches such 
as the robot thing you can 
contro! when your character 
is standing on the cursor 
pods. An excellent game. 


6 Many people will regard 
this game as having on 7 a 
slight difference to Knight 
Lore. | cannot agree. For a 
start the graphics are more 
imaginative and pleasing. 
There seems to be more 
structure to the game, it is 


not so easy to just wander 


about, and you actually have 


“to do things, collecting obj- 


ects in order to gain access to 
other parts of the space ship 
as well as avoiding meanies 
and traps that are placed 
around the ship. The graph- 


ics are well up to Ultimate's : 


usual standard, if not better; 


“they are clear and well des- 


igned with continuous vari- 
ation throughout. | am pleas- 
ed to see that Ultimate have 
included a time feature ur ro 
ing you on to race throuai 

game. Alien 8 is compel- 

ling and and exciting to play 


but does Ee many strat- 
“egic and t 


inking problems 
as well as arcade action. No 
doubt this will be another 
winner for Ultimate. | 
wonder what their next 
game will be... ?' 


Control keys: alternate 
bottom row keys left/right, 


A,S,D,F to move forward, O, 


W.E,Rtoj mp, top row to 


picku (drop 
o 


ck: Kempston, Sinelair 
2! a 
ay: the various 


key options aro easy to use 


and response is very finely 
tuned 
Use of colour: the single 


“colour per room allows for 


nu line graphics 
raphics: excellent, varied, 
charactertul and very 


smooth 






















































Sound: good 
Skill levels: 1 
Lives: 5 
Screens: 129 
General rating: agreement 
that this is a slightly better 
ams in most respects than 
night Lore, and therefore 
generally excellent. 


Use of computer 93% 
Graphics 98% 
Playability 96% 
Getting started 91% 
Addictive qualíties 97% 
Value for money 93% 
Overall 95% 
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A cry of national outrage! Poor Monty banished for life 
amongst murderers, arsonists, the lowest of the low. Fear 
not, this Mole is innocent, and plans are in hand to rescue 
your Superhero. Who is the mysterious masked rodent 
willing to challenge death for his lifelong friend? What are 
the evil forces working in Scudmore Prison? 


At the dead of night Sam leaves his lair and makes for the 
large houses where, with the aid of some everyday tools 
and a good measure of cunning, there are wealth and riches 
for his delight (not to mention his pocket). It couldn't be 
easier. .. sneak into the house, find the safe; light the blue 
touch paper and stand well back, Then out into the night 
with the ill-gotten gains! But Sam has reckoned without one 
or two adversaries who are more than a little determined to 
get the better of him... 


OTHER GREAT TITLES FROM GREMLIN: | 


GES9UFOSFEU 













Suicide Express CBM 64 £7.95 


Monty Mole CBM 64 £7.95 | 
Potty Pigeon | CBM 64 £7.95 | 
im 48k £6.95 |. 











VE NOT GOT THE 
ON'T KNOW 













“becomin harder and staff made redundant, he has to 


Poor Bob! All he wants is to lead a quiet life and build his 
dams. But the peace is soon shattered when the local 
townsfolk find their taps rumming dry. Bob's dams are 
plainly to blame so as soon as he completes one, the locals 
blow itup! And that isn't the end ofBob's troubles either, for 
there are sharks, crocodiles and all manner of underwater 
hazards for him to negotiate. Help Bob im his never ending 
Fra to build his dams and avoid the predators that lurk 
in the deep. 


AU titles Ego le for Spectrum : 48k sb. 95 


mts 





For amazing graphics and ouistanding sound effects run a gremlin through uour micro. 
Gremlin Graphics, Alpha House, 10 Carver Street, Sheffield 5 Si sFS. Telephone: (0742) 153423 


Ren a Si SU SO aa 








Producer: Liamasoft 
Memory required: 48K 

| Retail price: £7.50 

Lang guaçe: machine code 
Author: The Hairy One 


This program is certainly 
very different not only 
because of the instruction 
| manual which contains such 
passages as Psychedelia 
| was the realisation of that 
dream .. . many evenings 
| were spent freaking out to 
music and just DOING it' or 
'Demos were given, minds 
were blown and a good time 
had by ail'. Of course to the 
modern computer gener- 
sad the drugged dreams of 
the flower power, drop out 
rh era probably seem as 
no aic as the Second World 


e vchedelio is a compl- 
etely new ga of dig did Rr 
vour micro. You 
music, if you Pad graphics, if 
vou are creative. ... he even 
goes on to admit that 


hairy one certainly seems to 
| have given it his alll The 
results can be spectacular, 
the opening 
demonstration of what you 


vou can, hundreds of tiny 
“coloured squares dashing all 
| over the screen, some run 
together, others collide, 
some move up while others 
move down or across this 
way and the other, Each 
square is one of a seven dif- 
ferent colours, but it can 
change from one colour to 
the next while hurtling 
across the screen. Of course 
| the you don't have to have 
coloured squares you can 
design shapes of your own 
by altering the pixels that 
make up a shape. Some of 
the easiest patterns to create 
| would be star bursts or multi 
coloured spirals. The nearest 
visual analogy would be a 
highly coloured firework dis- 
play, but of course Psyched- 
elia is on a much smaller 
oi coça 

e pu rpose of the prog- 
SA is for you to design your 
own light displays and it pro- 
vides some quite powerful 
routines to help you do just 
that. Initially the program is 
set up with some basic par- 
ameters for creating built in 


20 CRASH April 1985 





Psychedelia is the high point | 
of my designing career”. The | 


screen gives a | 


might produce. Imagine, if. 





effects, these are activated 
AE the cursor pi da and keys 
press different com- 
nation of these keys and 
that should show vou 
enough to make you curious. 
The more advanced com- 
mands are divided into two 
parts,  VARIABLES and 
OTHERS. In all there are nine 
variable commands. 
CURSOR SPEED simply 
alters the speed at which the 
squares move about the 
screen. PULSE WIDTH alters 
the speed with which burst 
Of squares are sent across 
the screen, LINE WIDTH sets 
the width of pulse lines. The 


other commands perform | 


much more complex tasks, 
far too complicated to desc- 
ribe here. When the user sel- 
ects a variable to alter a little 
Bot aduated bar appears at the 

ttom of the screen show- 
ing the value of the relevant 
variable. These values can 
be changed to suit your re- 
quirements, essentially find- 
ing the desired effects requ- 
ires a great deal of trial and 
error but this is by far the 
most enjoyable method be- 
cause one of the clever feat- 
ures of the package is the 
ability to alter the variable 
while the display is in full 
swing: better still by using 
the ÓTHER commands you 
are able to “record' the pat- 
terns to memory as you alter 
the various parameters and 
eventually save the whole 
show to tape. About half an 


hour's worth of display can | 


be saved for playback later, 
and that should be enough to 





blow anyone's mind! 

Finally the writer offers 
some good advice, he 
admits that the package 
sounds complicatec to use 
but suggests that *. .. the 
best way to learn is by exp- | 
erimentation, play with the 
values to see what happens 
just like you would tinker 
with a synthesiser ... freak 
out with it... Blow minds 
with it, freak out your 
granny. Be creative. 

Uhm! 


O Because Psychedelia is not 
a game it is Eee a bit 
pointless subjecting it to the 
usual CRASH team, whose 


tender ages preclude them | 


from knowing what 'freaking 
out granny” is all about! The 
package is great fun to play 
with and works very well 
indeed. The effects that can 
be created are simply fant- 
astic, however, | would have 
thought at the price it would 
raid appeal to those who 
really 








| most makes 
| General rating: an unusual 


go in for this audio-. | 





























visual experience. After all it 

is pretty expensive and the 

less imaginative among us 

may not be prepared to 

nd the time and extract 

| that this program has to 
offer. 


mr = FU : 87 == 
Fa Fo os T , 
M EE | E Em . 

Ma | À e sam T tes 


Control keys: various inputs 
required — see manual 
Joystick: cursor type and 


program with many applic- 
ations to the user. Definitely 
out of the mainstream, 
however, and appeal may be 

limited | 





Retail price: £5.95 





| way Code book gets bulkier 


E. | correct, or a on true/false 


' reference to the HMSO book 


Producer: CRL | 
Memory required: 48K 


Language: BASIC 
Author: Mike Pertwee 


For those about to take their 
Driving Test, we salute thee! 
The practical test is most 
likely to cause the real heart- 
ache, yet many learners can 
fail through incorrect ans- 
wers to those few friendly lit- 
tle questions the Tester asks 
at the end. The HMSO High- 


each year as more laws go 
on the statutes. This pro- 
gram from CRL with its Auto- 
mobile Association seal of 


the learner motorist with the 
ds der Code theory. 

t is presented in two 
forms, either as a 10 quest- 
ion game or a longer 25 
question game. The object is 
to score 75% or better. Each 

uestion is presented on a 
three or four answer choice 
of which only one answer |5 


basis. Your answer is given 
by pressing the appropriate 
letter key and ENTER. A red 
arrow points to the correct 
answer and your score is up- 
dated. At the top left corner a 
small panel shows a page 


so you can look the relevant 
information up in revision. 

On completing a game you 
are given your total score 
and are told to re-read your 
Highway Code if it is below 
75%. It's a small niggle, but 
with 10 questions it is of 
course impossible to get 
75% as 10% is awarded per 
question, 


approval, is designed to help | 








Rather more serious nigg- 


| es pegin to emerge when 
| Using th 


e program. The val- 
ue of something like this res- 


ides in the variety and num: | 


ber of possible questions 
asked. CRL's inlay states that 
the questions asked are sel- 
ected randomily from 'a huge 
pool” of questions stored in 
the computer. On four tries 
at the 10 question game and 
three tries at the 25 question 
game, | was asked no less 
than six questions each five 
times. This doesn't suggest 


alithat biga pool to me. The | 


Sb ut is written entirely in 
IC (with the exception of 


a small machine code rout- | 


ine which creates the siren 
sound effect at the start of a 

ame). Many PLOT and 

IRCLE routines are used for 
the graphics (with one UDG 
for a car shape), PRINT state- 
ments are used for the large 
block lettering, and page 
after page of PRINT state- 
ments for all the questions 
and answers. English text in 


PRINT statement form is not- | 


oriously wasteful of mem- 
ory, so it's little wonder that 
the program takes ages to 
load and contains not that 
many questions. Is it really 
very wise of CAL to make 
absurd claims tor this prog- 
ram when anyone with their 
finger on BREAK or STOP 
can find out in a few seconds 
how large the 'poo!' reallvis? 

Em a bit surprised that the 
AA should have so unreserv- 
edly put their stamp of appr- 
oval on da Loreig Code, since 
a much better and larger 
version could have been 
done with some machine 
code and compression. But 
perhaps it is because this is 
the first attempt at such a 
program that they were 
swavyed. In itselfthe idea isn't 
bad, and Highway Code 
could well prove useful as a 
revision guide for the most 
asked questions, and cert- 
ainly this is more fun than 
doing it all from a book or 
getting a friend to ask the 

uestions. 

oger Kean 
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| Programmable 
Joystick Interface for 
the Spectrum 











Entenmon port dor Curráh Micro- 
speech vom: Combine joystick mith 
mund ár gpesech for ultimate 
Brçadde action 

Simple and fast programming: 
Prog the td Tunciion connmeCines 
into the requerçd Somecirum key 
gositoni = Agady! 


Coempatibhe eh sil Diars ivpe 
joystick nebudimg Dioscikahos dl 
taste copio fm aeteomnt. 


ineriace operates jovatick parallo! 
Two independent tire géliora: to keyboard: Joysriek mesion com 
Próron Blaster and Neuton Bombas aamnbie hang add-ony neludeng 
mtthe touelvol your Pirgertipa, MAs ade ig, 


OUICKSHOT | 2+2 JOYSTICK 


2 independent tie eevcne Te DO 


and no rapa fire option inci. YAT ond P & É 


FLIGHTLINK JOYSTICK £ 
with 2 independent £10.50 
Fire hotóras 


CURRAH LISPEECH UNIT 920 QE 


fts into COMOCON extension pipi 


incl, YáT ond PRP 


= 





inet, VAT and Pb P 


Dealer Enquiries Welcome 
Phone  Ludiow (0584) 4894 


À FREL LTD. 


ALSO AVAILABLE | 
SELECTED RETAIL 
Send to OUTI — 
Hockeys Mill, Temeside, 
Ludlow, Shropshire 578 1PD 
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à amelom a cheque/posial order made payable to FREL LTD tor 
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aith of Peripherais for vour Spectrum!H 


Since the 48K Spectrum was launched the opportunities it offered has attracted peripheral manufacturers throughout 
the world. 

One of these manufacturers was bound to emerge as the “brand leader'” and in the case of the Spectrum this turned 
out to be DK'tronics. The company is based in Saffron Walden in Essex and proudly boasts a history dating back to 
the ZX80. All the company's products are manufactured in England at their own factory and they have now estab- 
lished themselves as world leaders, exporting to over 30 countries. 

Below vou will find a review of their range which now includes over 16 products, all of which are available for the 


Spectrum and Spectrum + models. a 
Keyboard 








The DK  Microdrive Compatible 
Keyboard is the best selling keyboard in 
the world and is now used by around 10% 
of all U.K. Spectrum owners. It is micro- 
drive compatible and offers more key | qurome- 
functions than any other keyboard in its 
price range. The stepped keys and space 
bar make it even easier to use. I is 
constructed from high density black ABS 
and has 52 keys and a full width space bar. 
A separate numeric keypad of 12 red keys 
including single entry “delete” plus single 
entry decimal point' facilitate fast 
numeric data entry. 

From good computer shops everywhere 
at only £37.50 or direct from DK'tronics, 
add £1.50 post & packing. 





The first port simulates 6,7,8,9, & O Keys. The second port 
simulates in (31) command. 

The port will accept any Atari style joystick. 

It will run any software. That is:- 


(a) Using Keys 6,7,8,9 & 0. 
(b) Having redefinable key instructions. 
(e) Using in (31) (i.e. Kempston). 


This Dual Port interface interconnects with the existing 
range of DK'tronics products to form the most compre- 
hensive range of Spectrum peripherals available from any 
manufacturer. 

From good computer shops everywhere at only £13.00 

or direct from DK 'tronics, add £1.50 post & packing. 


Light Pen 





This highly successful Light Pen for the Sinclair Spec- 
trum plugs neatly onto the rear of the Computer or 
the rear of the printer connector. The operating soft- 
ware now runs faster and supports 16 pre-defined 
instructions. You can change all the colours (Border, 
Paper, Ink), draw circles, ares, boxes, lines and insert 
text onto the screen (ideal for diagrams etc.) Save & 
load completed or partly completed screens onto or 
from the tape. 

There are also features to draw Free Hand and animate 
on the 48K Spectrum, vou can retain and animate 5 
screens. 

You can also use the machine code on its own in vour 
own programs for selecting out of a menu, playing 
games etc. All entry points necessary are given, The 
Pen works down to pixel level with pixel accuracy. 

From good computer shops everywhere at only £19.95 
or direct from DK 'tronics, add £1.50 post & packing. 





ADVERTISEMENT 








3 Channel Sound Synthesizer 


Any microcomputer is capable of manufacturing sound, 
however, in order to produce a single octave 'C' note with a 
frequency of 8372Hz the signal needs attention over 16,000 
times per second. 

To produce software capable of perfoming just this one task 
would be difficult if not impossible, especially when vou 
consider that to produce arcade type sound effects requires 
even greater attention. 

The production of these sound effects without the constant 
attention of the processor is now possible thanks to the AY 
Sound Chip, its flexibility makes it essential for a wide range 
of applications including music synthesis and sound effects 
generation, continuing the monitoring and production of 
sound after the initial command. 

More often than not realistic sounds require more than one 
effect and this function is provided by 3 independently con- 
trolled channels, as an example compare the sound produced 
by the single note of'C with that produced by the chord 'C' 
and vou will know just what | mean, likewise producing the 
sound of an explosion using all 3 channels gives games a 
totally new dimension. . 

Add to this the ability to alter the pitch tone and shape of the 
sound vou have produced and it's flexibility is unlimited. 
In simple terms, imagine the note vou have produced as a 
calm sea, by altering the pitch and shape vou can produce 
waves, the top of the wave corresponds with the maximum 
volume and pitch of the note, which like the wave itself 
rises and falls. 


Programmable 





At last! A fully programmable joystick interface with 
feed through connector that really works! 

Now vou can run ANY software from ANY supplier with 
the DK'tronics fully programmable joystick interface. 
It comes completê with machine code software and can 
be programmed in seconds to give full 8 directional joy- 
stick movements plus five capabilities and will accept any 
Atari /Quickshot type joystick. A catalogue is now avail- 
able showing the full range of products available from 
DK'tronics the world's leading Spectrum peripheral 
manufacturer. The through connector enables other add- 
ons to be plugged into the rear. 

From good computer shops everywhere at only £22.95 
or direct from DkK'tronics, add £1.50 post & packing. 
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Saffron Walden, Essex 
CB113AQ tel:(0799)26350 





Speech Suithestoer 


The speech synthesizer uses the popular SL0/256 speech 
chip and has an almost infinite vocabulary. It is supplied 
with a text to speech converter for ease of speech output 
creation. Everything vou wish to be spoken is entered in 
normal English, without special control codes or characters, 
it is therefore extremely easy to use. The voicing of the 
words is completely user transparent and the computer can 
carry on its normal running of a program while the speech 
chip is talking. 

Although there are only 26 letters in the alphabet, letters 
have a totally different sound when used in different words. 
For example, the “a” in Hay is much longer and softer than 
in Hat. When vou speak you automatically make adjust- 
ments because vou know just how a word should sound. Not 
quite so easy with a computer. After looking at other speech 
synthesizers we decided that it was essential that the 
DKtronics. Spectrum Speech would offer a simple system 
that would enable the user to produce realistic speech that 
was instantly recognisable. 

The solution to the problem was extremely complicated, it 
required hours of programming to enable the computer to 
look at the individual letters that make up each word and 
compare their relative position to each other before deciding 
on the appropriate sound. 

I consider this to be the best Spectrum Speech Synthesizer 
on the market. From good computer shops everywhere at 
only £24.95 or direct from DK'tronics, add £1.50 post & 
packing. 


Centronics 


The new Dk'tronics Parallel Centronics Interface will link 
vour Spectrum to any printer with a standard centronics 
input. Às the choice is vast, you can select the printer exactly 
suited to your needs. 

Features of the interface include: Runs all parrallel cent- 
ronics type printers: Controlling software fully relocatable; 
Interfaces with any software using the printer channel e.g. 
Tasword Dev Pack etc; LList Lprint recognised. High res 
screen dumps; All control codes allowed through to printer; 
Fully microdrive compatible, 

Supplied with full instructions and controlling software. 
From good computer shops everywhere and sensibly priced 
at only £39.95 or direct from DK'tronics, add £1.50 post 
& packing. 


ADVERTISEMENT 






Producer: Activision 
Memory required: 48K 
Retail price: E7.99 
Language: machine code | 
Author: David Turnell 





| Included in the useful inlay of 
Toy Bizarre is this playing tip 
| from the author himself: 

“Listen, it's important to 
remember that you can cont- 
rol Merton while he's in the 
“air. Also, the screen wraps 
around, that is, move off the 
| left side and you'll appear on 
| the right. Activision obv- 
iousty aren't giving anything 
away except a lecture on 
what wrap around means! 

In this game you are cast 
as Merton the toy factory 
maintenance man who is 






“awarded 


unfortunate to be on the 
night shift when the factory | 
goes berserk. Your task is to 
restore order, or die in thé 
attempt, at the very least you 
| will realise what it is to be 
| understaffed 





Essentially Toy Bizarre is à 
straight forward platform 
game with four levels. On 
each of three of the levels 
there are are two valves 
which periodically pump out 
a squidgy purple object, later 
identified as a balloon. H 
Merton can be encouraged 
to burst the balloons he will 
score points, however, 
should any of the balloons 
escape they will release a 
toy, 
to be exact. Contact with the 
toys 15 unhealthy so the 
more balloons you can des- 
| troy the easier your progress 
will be. Bonus points will be 
it you tum the 
valves off thus stemming the 
flow of balloons, not too 
much too ask is nt? All vou 
nave to do is walk past them 
and off they go. Well life 
never is that simple and in 
this case the complication is 
in the form of an animated 
bodice called Hefty Hilda, 
Hilda spends most of her 
time chasing you round the 
screen trying to do you in, as 
well as turning all of the 
valves back on. If you are to 
succesd then you will have 
to survive to the end of your 
shift. 

Should you survive the 
first screen you will be pres- 
ented with another, but it will 
be harder than the last 
because the the platforms 
will be arranged so as to 
make jumping from one to 


Fou have to dash around like mad stopping the balloons from blowing 
theamsealkves up and turning into toys, which as we all know can be a 


bit bizarro 
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a flying pink submarine, | 


the other that little bit more 
difficult and of course there 
will be more balloons. There 
are a few nice touches to the 
geme which should help to 

eep you interested. As the 
toys move to the factory 
floor, to become balloons 
again, they will try their best 
to kill you, your only defence 
is to hope that one ofthe toys 
will land on one of the paired 
pistons located on each of 
the platforms, when it does 
you will be able to stun ft 
simply by jumping up and 
down on the other piston, | 
admit it's not a great deal to 
look forward too but vou 
could give Hilda a nasty 
shock. 


À CRITICISM | 


O “After playing Toy Bizarre | | 
had to check if the name Acti- | 


vision on the cassette was 
the real one. 
game rather unaddictive 
with jerky graphics and the 
central character was diffic- 
ult to handle. He got killed 
many times, the pause after 
damage was unbearably 
long winded with him jump- 
ing off the screen. Unfortun- 
ately the game left me with 
that 'Pedro' and “Cosmic 
Cruiser" feel. | hope Activis- 
ion haven't lost their way as 
this is certainly not the way 
forward. | did not actually en- 
joy Toy Bizarre, but I'm sure 
there will be those whose 
opinions differ. Pretty 


| average-ish. 


MON 


| found this | 


Has hrs lesado UMES coUUdIA TR 


O “This is oneofthose games 
you play without thinking as 
it needs no skill nor brains to 
play, just jump on the bal- 
loons and collect tea cups 
and extra lives. ft's 
graphics and sound aren't 
that bad, but they're nothing 
to write home about, | like 
the way your man once hit by | 
a toy or squashed by Hilda, 
walks off looking very Hat. 


O Toy Bizarre is an unusual 
mixture of platform game 
and catching game. What is | 
unusual is that objects 
(balloons) that you have to 
collect are mobile and after a 
while turn into a destructive 
toy. The game idea is very, 
very simple and even a 
youngster could pick mt up| 
quite quickly, which could be 
a go0d selling point. | find 
this game very playable and 
it does get progressively fast 
moving, as the hours tick on. 

| like some of the features 
suchas Tea Time when you 
are allowed to get points for 
every object, including toys, 
you catch, and also the way 
you get an extra life — you 
have to grab it when it ap- 
pears somewhere on the 
screen. Graphics are neat, 
smooth and well detailed. 
Overall | think the younger 
games player will love this 
game although as an older 
one | found this game fun to 
play as well. 


Control keys: O/P left/right, 
to jump 

Joystick: Sinclair 2, 
Kempston, Cursor type 
Keyboard play: very 
responsive 

Use of colour: above 
average 

Graphics: some disagree- 
ment, but they seem smooth | 





E | enough 


Sound: good, with a nice 


EE | tune 
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| Skill levels: 1 with rapid 


rogressive difficulty 
ives: 5 
Screens; unknown, but 
several 
General rating: again, mixed | 
feelings, ranging from | 
average to good, but at £8, 
very expensive. 


Use of computer 70% 
Graphics 72% 
 Playability 64% 
Getting started 73% 
Addictive qualíties 62% 
Value for money 48% 


Overall 65% | 
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THE FUZION OF MIND AND MACHINE 


+ SPECTRUM x SPECTRUM x SPECTRUM x SPECTRUM x SPECTRUM x 


Price £6.95 Trade and Credit Card orders: Telephone (0734) 591678 


INCENTIVE, 54 London Street, Reading RG1 450 
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001 Arcade VIC 20 (UNEXPANDED) 
SNAKE BITE - Simply the slilheriest 


005 Arcade BBC MICRO B 
DUCK! - Comedy and music in this 
duck shoot. 
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D06 Arcade SPECTRUM 16K/48K 
RUN BABY RUN - Mulkti-car cop 
chase and shoot-out. 


007 Artade SPECTRUM 4BK 
EXODUS - Strange creatures 
emerging from the pits. 


002 Arcade, VIC 20 UNEXPANDED) 


MICKEY THE BRICKY = Four 
screens packed with fun. 


013 Arcade 
ACID DROPS - Fly throughtotackle 
the mutant spinners. 


009 jetade 
TERRA FORCE - Terra man 
defenda earth against all odds. 


014 Arcade/Strategy 
MR. FREEZE - Six compariments, 
each tougher to de-ice, 


SCREEN PRINT SERVICE 

SINCLAIR SPECTRUM AND BBC MICRO B USERS ONLY 

Notice the quality of printed screens on the frontof our Silver range packs 
artist we can offer you hard copy of your creations in the form of: 


12" x 9º FULL COLOUR PRINTS by ink jet printer These are available in two formats 


1. PAPER - £6.95p each, or 2, LAMINATED (Board-backed)- r9.95p each; 
both prices inclusive 0! VAT and postage. 


Send your saved screen on casselte or disc (state border colour if Spectrum) wilh a crossed 
cheque/PO made payable to FIREBIRD SOFTWARE, to the address below Your cassette or disc 


will be returned with order. Allow 14 days for delivery 


SCREEN PRINT: 


“FREEPOST FIREBIRD, WELLINGTON HOUSE, UPPER ST MARTIN'S LANE, LONDON WC 2H 9BR 


"hr 


you area computer 


“a 


003 Arcade BBC MICRO B 
BIRD STRIKE - Wing the planes 
and shoot the pigeons. 


022 Arcade BBC MICRO B 
ESTRA - Recover the sacred stalue 
of Estra the snake god, 


010 Arcade — SPECTRUM 16K/48k 
MENACE - What happens when 
teacher turns his back. 


SPECTRUM ASK 016 Arcade Adventure SPECTRUM 45K 


BOOTY - Twenty holds crammed 
full of pirate looL 


023 Arcade/Strategy 


004 Arcade BRC MICRO B 
GOLD DIGGER - The hazards of 
digaing for gold down under. 


BBC MICRO B 
THE HACKER - Terminal to modem. 
telephone network to mainframe. 


021 Arcade SPECTRUM 16K/48K 
CRAZY CAVERNS - Ten crazy 
caverns, ten hungry mouthsto feed, 


DOB War Game SPECTRUM 48H, 
VIKING RAIDERS — Atestofstrategy 
against the computer or friends. 


5 MCP PISA q AS or 


MAIL ORDER 

Please stale name of game (and machine) and 
numbers required, 

Enclose crossed cheque'PO made payable to 
FIREBIRD SOFTWARE, 

Al ofers are subject to avallability 

Orders are despatched promptiy All prices 
inclusive o! VAT and postage, 


MAIL ORDER: 

“FREEPOST FIREBIRD, 
WELLINGTON HOUSE, 
UPPER ST MARTIN'S LANE, 
LONDON WC2H 9BR 


“Mo stamp required 


FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE, LONDON WC 2H 9DI 


Fretard and he Firebird logo are trademarks o! Enitish Telecommumcations pl: 





012 Adventure SPECTRUM 
THE WILD BUNCH - Accused of 
murder, hunt lhe real killer. 


011 Arcade SPECTRUM d48K 
BYTE BITTEN - Solve the clue then 
play Sea King. 


019 Arcade COMMODORE 64 
HEADACHE - Norsoua Ned's quest 
to serve The Brain. 


Na MIMO! 
BOOTY = Twenty holds dae d 
full of pirate loot 


201 COMMODORE 64 | 
DEMONS OF TOPAZ - 
100% Graphic Exploration, 


018 Arcade COMMODORE 64 
EXODUS = Strange creatures 
emergina from the pits. 


020 Arcade — COMMODORE 64 
EULU — 100 golden masks hidden 
ina magic maze. 


202 SPECTRUM 48K 
BUGGY BLAST - 


i ER BIRD STRIKE- 
epi <a 


NEW RELEASES: 
MR FREEZE 
THE WILD BUNCA 
MR E FREEZE 
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(15 Arcade/ Strategy COMMODORE 64 
MAR. FREEZE - Six compartments, 
each tougher to de-ice. 


“EROMMUMBLE: 

024 Arcade Adventure COMMODORE 64 
GOGO THE GHOST = 150 different 
haunted castle chambers. 


Space Mission Simulation. 
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While we were talking to Anne and Steve at 
the LET show, Steve handed over a high 

score validating tape for WIZARD'S LAIR — 
“Would you like to let Lloyd Mangram have 


this, it might help keep the cheats out of his 
Hall of Slime. . ..' Sc be warned! 


We chatted some more, and 
over the next few days the 
germ of an idea for a compet- 
tion based on WIZARD'S 
LAIR began to grow. So here 
is part one ofa high score 
challenge thrown open to 
our readers by Bubble Bus: 


To enter PART TWO ofthis 
companion, you'll need to 
send in a high score on the 
ame — more details of that 
in the next issue. You'll need 
a joystick to compete ser- 
iously in the WIZARD'S LAIR 
HIGH SCORE CHALLENGE 


— and in case you haven't 
already got à Vi eba inter- 
face RAM ELE TRONICS 
have kindly offered six of 
their top-of-the-range 
TURBO INTERFACES as 
prizes. It's quite a neat piece 
of equipment, which works 
with ROM cartridges as well, 
allows you to connect two 
standard joysticks and has 
an expansion bus at the rear 
so you can bolteven more 
goodies onto your 

pectrum. 


BUBBLE BUS are also offer- 
ing twenty Tshirts in the first 
leg of this competition, and 
all you've got to do is look 


back at your March edition of 
CRASH, read our review of 
WIZARD'S LAIR and answer 
the following questions. 
Entries on the back of a 
sealed envelope or postcard 
to the usual address AND 
DONT FORGETTO PUT 
YOUR NAME AND 
ADDRESS ON YOUR ENTRY 
SN AS YOUR T-SHIRT 


The first five correct solut- 
ions outofthe bag atthe end 
of April will win a T-shirt and 
Turbo Interface; the next fif- 
teen get Bubble Bus T-shirts. 
And you should be think- 
ing about getting hold of a 
copy ofthe C H smashed 
WIZARD'S LAIR so's you can 
et some practice in for the 
i-score challenge!! 
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| CASINO 
ROYAL 


Producer: OCP 

Memory required: 48K 
Retail price: £5.95 
Language: machine code 
Author: Andrew Parish 





| Casino Royal provides two 
separate games, 
and Roulette. The games are 
well presented and come 
with full and clear instruct- 
ions. 

The first part of the even- 
ing will be spent at the Roul- 
ette table. The opening 
menu asks for the names of 
the players and up to six can 
be input so that should give 
ra room for the dog as well. 


hould the dog wantto leave | 


he can do so st t before the 

next round of ing begins, 
ifthe cat wants a go then this 
is the time to join the game. 

Each player starts the 
game with a stake of £500 
and each player is asked in 
turn what bets he or she (or 


it) would like to place. Bet- | 


ting in Roulette is not simple, 
the different combinations 
are mind blowing but all of 
the combinations are listed 
in the instructions which also 
gives the odds for a win on 
“any of the combinations. 
When placing your bets each 
player is allowed to use a dif- 
ferent method of input, apart 
| from simple keyboard entry. 

Replying to the questions 
asked by the computer, a 
player can use a joystick to 


position a flashing cursor. 


over the bet and confirm by 
pressing fire. All players face 
a choice between making 


number bets (betting on a | 


block of up to six numbers) 
or defined bets where the 
player bets on a block of 
more than six numbers, per- 
haps all black or all even. 


Clearly the larger the area | 


covered by a defined bet the 
higher the chances of win- 


ning but the odds will be'| 


smaller as will be the reward. 
The maximum stake is £ 1000 
but of course this will depend 
on the amount of Oak'n'ash 
held by the player. 

The wheel spins for twenty 
seconds, when it has come 
to rest the winning combin- 
ation is given eg. 20, black, 
evens 18 and above”. The 

next screen shows how each 
| player fared listing the wins 


nd the amount of money | 





each has remaining. The pro- 
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| The roulstta betting board in CASINO RO YAL— Jamas Bond preferred 


gambias on the cards however .. 


gram does offer a short tut- 
orial on betting to guide the 
players, this combined with 
the instructions should pro- 
vide all of the information 
A paia sowhen you lose all 

four di dd at least you 
o know wlry. 

The second game on the 
tape is pontoon, the load 
time is very short but then 
it Ss not a very complex ver- 
sion of the game since it only 
allows one player against the 
bank. To play the game is 
si itself. First the 
bank will shuffle the cards 
and deal one face for the 
paes and one, face down 

or himself. The player will 
be asked for a bet which can 
be for any amount up to his 
capital — initially £ 100. After 
the first bet the player is dealt 
his second card and the bank 
deals himself another card 
this time face up. The player 
is then given the choice of 
sino twisting or buying 
a card. The player must dec- 
ide how likely it will be that 
his hand will be better than 
the bank's, should he decide 
that his chances are not ter- 
rific then he will ask for 
another card. 


tal 





The game of Pontoon 


must be as well known as | 


Snap but there are many 
variations in which the rules 
are slightly different. This 
version pays the pot to the 
highest hand less than 
twenty one. Should the bank 
draw 27 then it will cost the 
player double stake, À burn 
or change of cards is provid- 
ed for if a player is dealt two 
cards with a value of thirteen 
or fourteen, should this hap- 
pen then the deal will begin 
again. If the bank draws a 
Royal pontoon then it will be 
declared immediately. As 
with Roulette a player's cap- 
i5 displayed together 
with his current bet. The 
game will terminate when a 
player loses allof his money, 
there isn't an option to leave 
the game before that 
happens — there must be 
moral there somewhere. 

The joystick option is only 
required for the Roulette 
game but both games make 


| effective use of the Curráh 


Microspeech unit. Full instr- 


uctions are provided should | 


you want to make a micro 
drive copy. 


«SO HF youro fed up with the mw hael, you can atweys try pour hand at 


PDT EI 





the sor of 


| Keyboard play: in fe jm system 


| General rating: a very pleas- 


Use of computer 69% 
' Graphics 75% 
Playability 68% 
Getting started 83% 
| Addictive qualíties 57% 
Overall 62% 


CRITICISM 


O This classic games pack- 
age consists of two well 
known games, Pontoon and 
Roulette. Both parvos cioaaty 
follow the real thing, with 
suitable graphics to show the 
cards, wheel and board etc. 
For non-Roulette players 
such as myself there are 
instructions provided. 
Although the games are not 
in the Smash league they're 
quite good and will obvious- 
ly appeal to those who enjoy 
SUC pre, but who dont 
actually want to lose any 
money. 


OA very pleasing implem- | 
entation of a well trodden 
theme. The main advantage 
that the OCP package offers 
has to be the Currah Micro- 
speech option which really 
helps to create an atmos- 
phere as well as making the 
games far more real to play. 
Alter a while | did get rather 
tired of being told, 'vou lose | 
your stake. lhe graphics are | 
very É area they are 
hei by a subtle use of 
colour. The promptand input 
system has been well 
thought out and is very 
simple to use. Whenever | 
play this type of game | can 
never convince myself that 
the machine is not cheating, 
what sort of person, | ask 
myself, could draw 4 cards 
with a value of 17 and then 
go on to draw another and 
get a five card trick. Answer, 
person who | 
knows that my hand was 19. 


COMMENTS À 


Control keys: respond to 
prompts 

Joystick: Cursor type, 
Sinclair 2, Kempston 


allows easy use o 

keyboard 

Use of colour: very 

ep ropriate, not garish 
raphics: provide a pleasant 

and intelligible display 

Sound: makes excellent use 

of the Currah unit 

ser) levels: only one requ- 

Ire 


ing version, ifyou enjoy this | 
type of game this version is 
well worth considering. 











SEA 
BATTLES 


| Producer: Atlantis 
Memory required: 48K 

| Retail price; £1.99 
Language: machine code 


Author: Robert Bradshaw | 


sea Batiles is a computer 
version of the well known 
pen'n paper game, 
ships”. Full instructions are 
provided as the program 
runs. The player sets up his 
forces by entering the co- 
ordinates in which the 
left-most part of the object 
will appear, for example a 
ship is placed by entering the 
coordinates in which the 
stern section will be placed. 
This method does mean that 
“targets can only be placed 


horizontally which makes | 


| them easier to hit once you 
have found them. 

After the forces have been 
set up game play com- 
mences. To shoot the player 
anters the co-ordinates and 
the sound indicates if there 
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| Ht's more sxciting than using paper and poncils, but tha shamo is that 


tha ships can onhy be plottod horizontaliy, on the other hand thera are 


the land-based targets as mall 


was a hit or not, otherwise | 
the map will show a splash | 


symbol for a miss or a large 


cross for a hit. Next the com- | 
puter makes its shot and to 


do this the map is redrawnso 


that your forces can be seen | 


and the computer's shots re- 
corded in the same way as 
before. The player can dec- 
ide between entering his 
own co-ordinates or allow- 


ing the computer to make a | 


random shot on his behalf. 
The remains ofthe forces are 
listed alongside each of the 
maps together with the 
number of attempts and hits 
for each player. 











CRITICISM 


O || never enjoyed Battle- 
ships on pen and paper and 
this game does not really 
add anything to make itmore 
fun. The implementation 
works well but the constant 
drawing and redrawing of 
the screen slows the game 
down a lot. The graphics are 
effective and the colours aid 
clarity, all except for a rather 
upsetting mutli-colour 
moving  backdrop that 
appears while the computer 
Is waiting for its move which 
is hard on the eyes. Putting 
the required answers into 
the machine worked well ex- 





cept when it came to the 
plaver's turn to shoot. The 
pare has to press the enter 

ey to select his own targets 
but to select a random shot 
means pressing any key, in 


"the heat of the battle | found 
| myself forgetting to press | 
enter so the computer mis-| 
| took the first letter of my co- 


ordinates as an any key 
press, that s why | kept losing 
you see. 


O “Sea Battles packaging 
says that the battleships 
game “has really stood the 
test of time”. To be honest 
this is true as most enjoy this 
game. The graphics etc. are 
adequate tor this type of 
game. Sea Batiles improves 
on the original by having 
land targets but it loses out 


by not being able to place the | 


tárgeis on any plane except 


the horizontal Overall quite | 


good, | would like to have 
seen a game save facility as 


this game can last a long | 


time, 


€ “Games like Sea Battles 
definitely come under the 
heading of “if you like the 
type” games. Quite obvious- 


WE'RE SERIOUS ABOUT 


At the VIRGIN GAMES CENTRES, we've worked 
long and hard to put together the UR"S BIGGEST 
RANGE of COMPUTER SOFTWARE 


GAMES. We've 


got an unrivalied selection of...Adventure Games, 
War Games, Classic Games, Family Games, Sports 
Games, Business and Educational Software. For 
Spectrum, OL, Atan, BEC, Electron, Commodore 64, 
Commodore €16, Commodore Vic 20, Elam, Enterprise, 
MSX, Amstrad and Oric machines. 


Plus a large stock of utilities, peripherals, chess computers, 


books and magazines — and a range of Sinclair, 
Commodore and Amstrad hardware. 
| And if you find choosing software hard, 
we have knowledgeable staff to help you. 


GAMES CENTRE 


22 Oxtord Street London Wi, 170 Union Street Aberdeen & 94/96 Briggate Leeds 
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PUD PUD 


Producer: Ocean 
Memory required: 48K 
Retail price: £6.95 
Language: machine code 
Author: s'htimS 
nahtanoJ 


Pud Pud's author is a bit 
| backward as the title screen 
proves. To save you getting a 
mirror out, his forwards 
name is Jonathan Smith. 
The object of the game is to 
help Pud Pud escape from 
Weird World by eating allten 
hidden puddings. 

Pud Pud himself, apart 
from obviously being a flying 
pudding, resembles a hyper- 
active Pacman character 
with flapping ears. The place 
is full of other creatures whit- 
tering around some of 
which, when eaten by Pud 
Pud, replenish energy, and 
others kill. Mrs. Pud Pud is 
the one to avoid, as her kiss 
is deadly. The various 
| screens are interlinked and 
incorporate platforms held in 
position by large graphics of 
ela bits of the statue 
of Liberty or parts of broken 
Spectrums. 

Pud Pud walks when on 
the floor of a platform, but 
 tucks his legs upto flap when 
inthe air. Energy is displayed 
| as a bar at the base of the 
screen while the lives are 
three large hearts which de- 
flate like punctured balloons 
when a life is lost through 
eating the wrong thing or 
running out of energy. When 
he dies, the rotund hero exp- 
lodes into colourful bits and 











One of tha unusua! screens from PUD PUD — you are the rather 
dragonesque pacman figure on legs on the lowest platform 





sinks to the ground as a dres- 
sed chicken. 


O Pud Pud is one of the 
weirdest games I've played 
for a long while — it really is 
strange, no hints or tips are 
given on the inlay, it just says 
find ten hidden puddings”. 
ve yet to find one and I've 
been playing for some con- 
siderable time. What do they 
look like — real puddings or 
what. And what confuses the 
issue even more is that if you 
exit and then re-enter the 
same screen, all the colours 
change. Very confusing. The 
graphies are very, very... 








ly, if you enjoy Playing the 
aper version of the tradit- 
ional game, then you will no 
doubt enjoy playing this 
computer version, and if's 
sensible of Atlantis to rel- 
ease a game like this at a 
budget price, because it obv- 
tously isn't in the best-seller 
league. | must say | thor- 
oughly enjoyed playing it, 
but | find the original game 
absorbing on a wet day. The 
graphics are adequate to the 
purpose and everything 
seems to work quite well, À 
pity ships are always orient- 
ed in the same direction — it 
takes some of the planning 
fun out ofit.' 
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COMMENTS 





control keys: as required by 
prompts 

Joystick: none 

Ke' rd play: input works 
well 


Use of colour: appropriate 
Graphics: well done but slow 
Sound: poor 

Skill levels: 1 

General rating: good fun if 
vou enjoy Battleships. Better 
than average. 


Use of computer 55% 
Graphics 48% 
Playability 49% 

Getting started 50% 
Addictive qualíties 60% 
Value for money 65% 
Overall 60% 


different (is this the right 


| word)? This isn't to say that 


CRITICISM | 


they are bad, indeed they are 
very good, move well and 
are exceptionally detailed 
and colourful. Jonathan 
Smith must be a very abnor- 
mal person, or even a relat- 
ve of Matthew Smith (no 
offence intended)! Every- 
thing is so out of this world, 
his imagination or inspir- 
ation must come from night- 
mares. ? 
found a pudding —gasp— 
thank goodness). The only 


drawback | can find to this: 


game is that tis so difficult 
to find the  puddings 
although better difficult than 


too easy. The music in Pud 


Pucd is extremely good. 


' Overall a totally different. 
game ... (is this the right | 


word for it)?" 


OA siight ihrill! Wasn't this 
the game you could just see 
being assessed on the telly 
Programme about imagine 
and Ocean just before Christ- 
mas? | thought then that it 
looked a little dated and see- 
ing the real thing hasn't 
changed my mind entirely. 
The 
helping to create a really 
weird world all right. Pud 
Pud himself is a dubious 
character — is he nice or 
nasty, is this the first com- 
puter anti-hero? If you don't 
find a pudding quickly it can 
get a bit confusing [they are 
placed randomly each game 
and the second only materi- 
alises when the first has 
been eaten and so on). The 


“end | grew to like Pud Pud, 
| butlcan't honesily say that it 


| isn't really. True, there are 


* will appear somewhere else 
| in the maze of interlinked 





(STOP PRESS — | 


| several interlinked 


raphics are excellent, | 





main difficulty placed in pour. 
path is the short length of. 


energy time you are given 
and eating the proper food'to 
keep it up isn't always as 
easy as it first seems. In the 


would hold my attention for 
too long. 


O “At first glance this looks 
like a platform game but it 


platforms around, but they 
are really there to create a 
simple form of maze. The 
game is simple too, flap or 


walk your way round until | 


vou find a randomly hidden 
pudding, eat it and another 


screens. Keep you energy up 
by eating . flying things, 
whilst avoiding eating any- 
thing else as that just de- 
creases your energy. Às a 
result the game is very play- 
able but lacks lasting appeal 
in the end. Graphically it is 
very good with nice anim- 
ation and the large maze 
characters add to the 
arimosphere. Sound, too, is 
good, with a powerful synth- 
esiser tune at the start. | enj- 
oved it, but wouldn't actually 
go out and buy it 





COMMENTS 


Control keys: Qor 0/W or P 
a right, SPACE or CAPS to 
a 


p 
Joystick: Kempston, Sinclair 
2, Cursor type 
Ke rd play: responsive, 
a simple layout and easy to 
use when you get used to 


id | 
se of colour: unusual, very .| 


bright and varied 
Graphics: also unusual, well 
animated and smooth 
Sound: excellent tune, good 
spot effects 
Skill levels: 1 but 
progressive after 10 
uddings 
ives: 3 
Screens: unknown but 


General rating: a slick, 
glossy high quality package 
as one expects from ocean, 
but perhaps lacking in 
addictivity. 


Use of computer 80% 
Graphics 81% 
Playability 76% | 
Getting started 14% 
Addictive qualíties 68% 
Value for money 17% 
Overall 75% | 
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cad neh dE 
emory required: 

Retail price: £6.95 
Language: machine code 


Here's another in the 
licenced TV series from Elite, 
| the software house that 
specialises in putting the 
small screen on the small 
screen. Most arara will 
surely know the TV series, so 
the scenario is simple to des- 
cribe. Basically, Boss Hogg is 
up to his old tricks again and 
has threatened to seize the 
General Lee as collateral un- 
' less Bo and Luke come up 
with the £5000 they owe him. 
So they decide to enter the 
Annual Hazzard Cross Coun- 
| try Road Race to win the first 
| prize of — guess what, yup 
it's £5000. Boss Hogg and the 
entire Hazzard County Police 







them. 

What we have here could 
basicall 
"Moon Buggy" game set on 
Earth. Instead of a moon 
buggy there is the boys' car, 
the General Lee. Instead of 
craters and mines the boys in 
| their car have to avoid vehic- 
| les driven by the various 
“e Usp ei us 
um over or destroy 
“lobbing sticks of dynamite 
ahead of the car. Instead of 
alien flying saucers Jethro 
the ace-helicopter pilot flies 
over, firing down at them, 
followed by Jake in his aero- 
plane and Cletus the balloon- 
ISt, 








The screen shows the 
roadway (which varies in 
width) and the background 
landscape scroiling past, 
while the General Lee sits in 
the centre of the screen able 
to change lanes (up and 
down) and alter speed 
(which alters the scrolling 
speed effectively). Enemy 
vehicles approach from in 
| front and behind. Again, like 
a 'Moon Buggy" type game, 
Dukes of Hazzard is played in 
stages, in this case from vil- 
lage to village. At the end of 
each stage the hazzards (|!) 
increase. Scoring is by dist- 
ance travelled and by the 
removal of hazards as well as 
a bonus score for each stage. 
The only obstacle that 
mustr't destroyed is 
Daisy in her jeep. 


36 CRASH April 1985 





Force are revving up to stop | 


be described as a | 


& "There is something about | 


Elite, | don't quite know what 
it is, but they seem to use the 
same scrolling routines for 
the last three games. kt 
would be nice once in a while 
to have a bit of variety. Às 
usual the graphics areuptoa 
very high standard with a. 
good parallax movement 
visible in the landscape, 
using large, bright, clear 
playing characters — prob- 
ably the strongest side of| 
Elite. VWVhen | heard Dukes of 
Hazzard was to be released, | 
wondered what sort of game 
they could produce around 
the TV series; it was proved 
that not much could be done | 
with it and Elite have prod- 
uced a game with no real 
game element in it. Do 
people really want contin- 
uously scrolling, jumping 
games where if you try to kill 


your opponents (computer) | 
vou stand o po chance of 
etting killed yourself? Isn't | 
this a bit over thetopt | found 
the only point to this game | 


boils down to either killing 
the opponents or jumping 
them. People seem to like the 
"Moon Buggy games that 
this resembles, but here the 
actual game elements don't 
really work together to prov- 
ide any lasting appeal, which 


À | This is 


is a shame, because it could 
otherwise have been quite a 
good game. An example can 
be made of Dukes of Hazzard 
to show that a well known TV | 
title must not be allowed to 
sell a game when the game 
itself is not up to scratch, 
whereas Elite are trying to 
sell a game on the basis that 
it will be dangerous, exciting 
and action-packed, when 
this one is not.” 


O “ft struck me immediately 
that a sense of excitement 
has been attempted 
making the player keep 
hitting the accelerate key to 
keep up to speed [not hitting 
it slows you down), a kind of 
DT Decathlon idea. Actually | 
this becomes imitating after | 
abitas it has little to do really 
with the - cold idea. Also you 
have to discover this fact for 
yourself, as it isn't mention- 
ed in the inlay instructions. ft 
has to be said that every- 
thing is excellentty animated 
with nice bouncing wheels | 
and charactertul objects. The 
General Lee's leaps are ath- | 
letic and if you are hit the. 
ear the car somersault's to a 
haft is good. But these are all 
peripherais to a good game, 
not a good game in them- 
selves. Dukes of Hazzard 
disappoints with its lack of 
rea! excitement or object- 
ives.' 

























às quite a good game with 


The actual game is pl 


by | Jo 





O 'Elite seem to be sticking to 
their TV series tie-ins. Dukes 
graphics which are fail 
smooth and detailed. Acce 
sad is fds using the 
ecathlon/ pic game 
method ie, press like mad. 
as as it makes 
feel a part of the game. 
able 
but not quite as addictive. | 
enjoyed es and | expect 
younger players will enjoy it 
even more. Vade aid Was 
rather sceptical of TV tie-ins 
assuming them to be gimm- 
icks. Up to now most of them | 
have been good games too. 
As long as this continues | 
shall continue to enjoy. 
them. 
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Control keys: M to 
a q rálpo apre y 
t le) to cha ane, Ato | 

Lao ni to draw 

ystick: Kempston and 

Sinclair 2 automatically 

detected 

Keyboard play: responsive, | 


although continually hitting 
the M key gets iritating 


Use of colour: very 
raphi paid Aeninoo 
arallax rem | 
& : below average | 
effects, horn sound o so 
Skill levels: 1, progressive 
difficulty 
Lives: 3 
Screens: continuous 
scrollin 
General rating: great 
graphics but notmuch game. | 
Use a et; 
Getting started 60% 
Acad 
alue for money | 
Overall 63% 
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' Producer: Atlantis 
Memory required: 48K 
Retail price: £2.99 
Language: machine code 


This is the Atlantis contrib- 
ution to the anti-smoking 
campaign, not perhaps as 
| revolutionary as banning 
smoking on the London 
Underground but it is just as 
frustrating. The first page of 
the program reproduces the 
Government health warning 
together with some spitel 
| asking if the player was 
sincere in wanting to banish 
smoking from the face of the 
Earth. Replying 'N' results in 
nothing. 

Before you can start the 
actual game you will be 
given a test to determine if 
you are the sort of person 


under the sort of pressure 
experienced by anti- 
smoking agents across the 
world. The literature expl- 
ains that the first game is to 


character and determination 
| to stamp cout the evil weed”. 
The game involves guiding a 
little man up and down the 
screen. There are five on 
gach side of him, with the aid 
of watering cans he has to 
put out six cigarettes periód- 
ically returning to the bottom 
to refill with water. A little 
chap in red, the fiery devil, |5 
dashing around like a lunatic 
re-lighting them, seeminagly 
faster than the player can put 
them out. Should one of the 
cigarettes burn down then 
vou have failed the test and 
will have to take a re-sit. 


who could bear up while | 


test the player's 'strength of | 


Should you make it past 


| the first game then you will 


allowed out on your mission; 


to shut down the cigarette | 


plant. First you must guide 


vour man into the plant and | 
through each of the depart- | 


ments. As you make your 
way vou will have to avoid 
obstacles such as a cascade 
of sigaratta, water traps and 
revolving doors. On your 


journey you will be required | 


to find the numerous 
switches that will eventually 
shut the plant down. Às you 


discover each switch and | 


turn it off the entrance to the 
next screen will be revealed. 
Each new stage of the game 
presents you with different 
obstacles, the switches 
become harder to find let 
alone get to. There is a little 


chap who will be trying to | 


stop you in your endeavours, 
the factory manager, If you 
succeed he will lose his job 
so it's in his interests to inter- 
fere with you as much as he 
can. When the plant is closed 
down then you will have 
succeeded in your mission. 


Should you use up your five | 


lives you will be awarded a 
score, this is 


degree of damage inflicted. 


CRITICISM 


O “This game is meant to 
stop 
smoking, if you want to stop 
then this is not the 
The Frst 
screen makes you so tense 
| and frustrated that you will 


encourage you to 


smokin 


game for you. 


Giving up the weed may be a nightmars but pla ving computer games, 
can seriousty damage your heskth | 


iven as a per- 
centage and depends on the 


probably smoke a couple of 
packets. The factory is 
occupied 
cigarettes (a well known 
| brand). I'm sure they plan to 
rollallover you as you are on 
the ramp. They constanily 
get closer together blocking 
vour path to the switch. The 
game goes on like this get- 
ting increasingly difficult. 
The graphics on Nicotine 
Nightmare are pretty basic 
but sufficient to give it quite 
an attractive appearance 
although they move fairly 
blockily. This is a very simple 
idea but | dont know 
whether it's such a good idea 
to sell this game to children, 
after all cigarettes should be 
associated with over 16s. 
' Saving this, it is still fun to 
play if slightly frustrating on 
the first few screens. An un- 
usual game. 














& 'Generally a fun game but 
it may have limited appeal. 
The first test is very difficult 


oyance. The main game has 
some nice action and orig- 
inal ideas but nothing about 
the game: is stunning. | am 


mutant | 


| General rating: not a 
| Shattering game by any 


and soon becomes an ann- | 




























satisfied that Nicotine Night- 
mare is able to offer plenty of 
entertainment so for the 
price it could be worth 
mentioning.' 


COMMENTS 


Control keys: O0/A up/down 
M/N left/right SPACE to 


Jump 

Joystick: Kempston 
Keyboard play: M/N keys the 
wrong way round otherwise 
responds well 

Use of colour: effective 
Graphics: effective but basic 
Sound: nothing adventurous 
here 

Skill levels: 1 

Lives: Bin main game 
Screens: scrolling screens 


means but great fun to play, 
once you've mastered it. 


70% 
71% 
78% 
34% 
62% 
88% 
78% 















Use of computer 
Graphics 
Playability 
Getting started 
Addictive qualíties 
Value for money 
Overall 


THE NO.1 GAME FOR THE 
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WENDER 


WENDER BENDER is an exciting Quiz game for ONE or 
TWO players and will appeal to a wide range of ages and 
h nine levels of play against the clock. The game 
ving anticipation of the question 
as it unfolds across the screen and speed of response 
dependent on the level of play. 
R BENDER is s 
ADDITIONAL QUESTION T. 
challenge of the game. NOW available at good computer 
shops or direct with cheque/PO for £7.50 inclusive. 
ACCESS and VISA orders taken on our 24 Hour Hotline. 
STOP PRESS — QUESTION TAPE 2 NOW AVAILABLE 
£3.50 INCLUSIVE 


48K SPECTRUM 

















led with the FIRST 
FREE to maintain the 


COMPUSOUND 


DEPT CR3, 32/33 LANGLEY CLOSE, REDDITCH, 


e ca] 
TELEPHONE (0527) 21429 — TRADE ONLY 
(0527) 21439 — 24Hr. HOTLINE) 
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Before we tell you about the new 
exciting Commodore 64 games review 
monthly ZZAP! 64 (we know it doesn't 
interest you) let's tell you why it does 
concern you. As a regular reader of 
CRASH you must know some friends 
who own a Commodore 54 computer, 
who have been moaning about the fact 
that as a Spectrum owner you get to 
read a magazine like CRASH. Now if 
vou do know some underprivileged, 
almost magazine-less Commodore 64 
owners, you could tell them about 
ZZAP! 64 and get them to subscribe. 
For every subscription we receive on 
the form below (or a photocopy) from 
Ros friends, you'll receive a free 
RASH T-shirt worth £4.50! 


Now we'll tell you about ZZAP! 64 


The first issue of ZZAP! 64 is on sale 
from April 11th. Like CRASH, ZZAP! 64 
will be packed with exciting features 
including: 

e Highly detailed reviews of all the 
latest 64 games 

eStacks of playing tips and game 
maps 

e À special chart of readers' favourite 
SE TULE 

é An adventure section by Steve 
Cooke |[PCG's White Wizard) 

é Hi-score pages with a bold challenge 
to top-scoring readers 

e A regular column by “Yak the Hairy' 
Jeff Minter 

e Letters (and answers), news, gossip 
and competitions 

ZZAP! 64 is monthly and costs 95p 

from a newsagent, but your friends can 
get a discounted subscription with this 

orm, and as a subscriber they'|l be en- 
titled to claim 50p off any item they 
order from ZZAP! 64 Mail Order, which 
is run from the same department as 
CRASH Mail Order (same people in 
fact)! À subscription for 12 issues of 
ZZAP! 64 costs [14.50 (post included), 
but with this form it costs only E 10 
(post included) and the offer lasts until 
April 30th. 


So if you don't know any Commodore 
64 owners, now's the time to make 
friends! If you do, get them to sub- 
scribe and it's a free CRASH T-shirt for 
gach one just for you. 


This special offer lasts until April 30th 1985, For the coupon form to be valid it 


must be accompanied by the correct payment from your frignd in cheque or 


postal order form. Cash is accepted but not recommended. As soon as we 
receive form and payment, your CRASH T-shirt will be despatched to you. 
Please ensure the form is fully completed. 
ns | Commodore 64-0wning friend would like to subscribe to the exciting new 
ZAP! 64 monthhy magazine for 12 issues at the special “friend of a CRASH 
Reader' discount price of £10 (post included) instead off 14.50, and | should like 


| to receive my frea CRASH T-shirt, 


My name is [CRASH reader) 
My address is 


Please state T-shirt size L/M/S: 

My friend who is subscribing to ZZAP! 64 is: 
Name 

Address 


e Postcode 
And he/she encloses a cheque/postal order for E10 made payable to ZZAP| 64 
(Newsfiald Limited) 


ZZAP! 64 SUBSCRIPTIONS DEPARTMENT, PO BOX 10, 
LUDLOW, SHROPSHIRE SYS 1DB 


“ZZAP! 64º & "CRASH" are both Newsfield Publications 
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This issue sees the start of a new corner in CRASH, the 
Tech Niche, which will appear every month, crammed 
full of news and reviews of gizmos you can bolt on to 
your trusty Spectrum. We'll also be taking a look at 


Well be doing profiles on 


Utility programmers, 
reviewing utility packages 
and digesting the contents of 
a few technical-type books, 
which we'll tell you about. 
Hardware, including print- 
all the 


pr Speccy into something 
pecc-ial will be put under 
the Tech Niche microscope 
in due course, and there are 
plans for roundups on spec- 
fic products like add-on key- 
boards, joystick interfaces 
and compilers (which go part 
of the way towards saving 
vou the bother of writing in 


| machine code). 


In the next two issues the 
Tech Niche Team, aided and 
abetted by a prófessional 


| some of the things you can get up to with your Spec- 
“trum,.. other than play games, that is! 


musician and keyboard 
teacher, will be examining 
the ways you can compose, 
play and even learn music 
with your computer. 


We hope to take a look at 
Modems and Micronet 800, 
and may even include a reg- 
ular sub-Niche for commun- 
ications freaks who cant 
resist making telephone calls 
with their computers. 


Who knows, robots and the 
kind of things they can get up 
to may prompt us to push 
our pens over paper in a 
while. The artistically mind- 
ed among you will be pleas- 
ed to hear that a review of 


"graphics packages and input 


devices is already on the 
drawing board! 


Maybe all the marketing men 
out there in the wide world, 
who've been wondering why 
we haven't written about 
their products as much as 
they'd like will be able to 
sleep more soundly in their 
beds at night once they ve 
sent us their utilities and 


add-ons for scrutiny and | 


“evaluation. Don'tsay CRASH 


isn't a caring magazine, even 
if WE have to stay up nights 
to do it, Tech Niche will 
rovide a forum for all that's 
appening away from the 
games front line. 


And don't forget, dear read- 
ers, that we're here to serve 
vour every whim. Well, a 
whim a week, at any rate. If 
you think theres some 
aspect of Spectrum owner- 
ship to do with hardware or 
non-games software that the 
Tech Niche Team should 


take a look at, drop us a line 
— we might even print the 
odd letter, you never know... 


THE DESIGNER'S PENCIL 


' Producer: Activision 


Retail price: £9.99 


Programming area 
for your program 
listing. 


Prompt window for 
Sava and Load operations. 


Master Commands: Program, odit, 
| run your file or just viow the and result. 








Instructions: 
À completa 
shopping list.... 





DM PORORGDODO 
a 


Finally, the first graphics 
designer with a musical flair 
has arrived. Activision's The 
Designer's Pencil not only 
displays drawing talent, but 
also delights with musical 
knowhow, if you're not care- 
ful, it will whistle all the time 
while it's being creative. If 
ou're ready to create your 
irst pop video show, read 
OM. coa 
The Designers Pencil con- 
tains a graphics and audio 
language subset, which can 
be accessed entirely via cur- 
sor control either using the 
keyboard controls, Sinclair 
Interface 2, Kempston or 
cursor interface. Just point 
the cursor at the displayed 
command and press the act- 
ion button. Just like an lkon 
driven program without the 
lkons.... 

The Programming Screen 
is divided into four main sec- 
tions. Six small rectangles at 
the bottom of the screen rep- 
resent the Master Com- 
mands which control the 
main activities. The scrolling 
instruction window displays 
the available graphics and 
audio instruction set ready 
for selection. The Prompt 
Window at the top left of the 
screen is the load and save 
work area. The rest of the 
screen is available tor the 
current program listing. 

If you've ever been in a 
supermarket, you'll find 
vourself at home with The 
Designer's Pencil. Just drive 
up with your cursor or shop- 
ping basket to the display 
shelf/instruction set and 
collect the desired item or 
items. The selected instruc- 
tions are automatically listed 
in the programming area (no 
queueing at the pay coun- 
ter!) and once the shopping 
list is complete, point the. 
cursor to the RUN master 
command and the assemb- 
led program will run display- 
ing your lack of drawing and 
musical talent. 

There is no “on live” des- 
ign, in a manner similar to 
Logo the picture must be 
programmed indirectiy and 
sequentiaily by creating a 
drawing file which can be 
subsequentty run and check- 
ed. On RUN the Draw Page is 
displayed and the file is exec- 
uted with the picture devel- 
oping as if by magic to the 


| aeccompaniment of any prog- 


rammed sound effects. The 
picture can be saved on com- 
pletion or reviewed at any 
time during further editing. 
Lines can be inserted, del- 
eted or modified, 
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DRAWING 
FACILITIES 


Most standard drawing 
| functions are available: 
















colour selection, Pencil on 
and off, Kaleidoscope on or 
off (mirroring in four quad- 
rants), Circle, Fill, Text print, 


Arc drawing with a set 
radius. Extra to this comes 


ical commands which con- 
sist of NOTE followed by the 
pitch and octave. 

Structured programming 
is also catered for with the 
help of labels, variables and 
an unconditional jump instr- 
uction.  Subroutines are 
made possible with a jump 
to sub and a Return function. 
Program loops can be incor- 
porated with a RECURSE A B 
command with variable B 
controlling the repeat cycle. 
Variables may be set with 


coordinate values and 
simple conditional branches 
allow further structuring. For 
debugging purposes two 
functions may be of some 
use: DEBUG A displays the 
value of the selected variable 
and VIEW XY the current 


during RUN. 

The picture orthe draw file 
may be-saved on tape or 
microdrive under a given file 
name. The picture also can 
be printed on a Spectrum 
compatible printer (ZX 


printer, Alphacom 32 etc.). 


LIKES AND 





WISTIL(S 


The Designer's Pencifs use 
is very limited due to the lack 
of an immediate draw mode. 
Worst of all the cursor driven 
operation can drive anyone 


but also round the bend, as it 
simply takes hours moving 
the cursor up and down the 
instruction list or naming a 
file ta and down the 
alphabet. À 
good idea at first turns into a 
regular nightmare and 
anyone will wish for the 
poa old-fashioned 
eyboard entry. The musical 
capability is very limited, but 
provides an extra dimension 
to the draw performance. 
The Designers Pencil is a 
Curious piece of 


eep anyone intrigued for at 
least a couple ofhours.... 
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Clear Screen, Paper and Ink. 


Drawing speed select and | 





the incredible range of mus- 


“computers and computer 


fixed, random or with current | 


values of the coordinates | 





"| Overview of 


not only round the screen | 


hat looks like a | 


rogramming, which should 





By Larry Gonick E3.95 
Harper and Row 


There's really no reason to | 


remain in the dark about 


science, even if the prospect 


of delving into amazingly | 


complicated textbooks has 
so far proved too dauntina. 


Admittedly, there are a few | 


beginner's qguides currently 
available which try to take 
the pain out of approaching 
the subject, but all too often 


they are either downright | 


patronising in tone or ass- 
ume a certain level of pre- 
knowledge of their reader. 
Larry Gonick's apparently 
humble paperback volume is 


truly a masterpiece of expl- | 


anatory writing — and 
drawing. Anyone thinking 
about getting to grips with 
the theoretical side of comp- 
uter hardware, software and 
systems would be well adv- 


ised to get holdof a copy and | 


write their name in large let- 
ters inside the front cover 
straightaway — it's one of 
those books likely to walk! 
An all-encompassing 
computer 
science is am ambitious 
propet to embark on 
etween the covers of one 
book, but Larry Gonick has 


succeeded, presenting an. 


excellent mix of entertain- 
ment and education in his 
Cartoon Guide. 

Split into three sections, 
the book begins with an 
explanation of the concept of 
information", which is what 
computers are very good at 
processing. Mr Gonick then 
takes his reader qgently 
through number theory, ex- 
plaining why computers use 
the binary system and how it 
works, onto the early days of 
hardware, presenting à pot- 
ted history of computers. 
From that perspective the 
internal workings of hard- 
ware and microprocessor 
architecture are attacked. 
While this second section of 
the book ('Logical 
Spaghetti'!) requires a little 





The Cartoon Guide to 
Computer Science 








Q- The pia 


PARRME - 
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more effort from the reader 
who may need to resort to a 
little pencil and paper work, it 
must be the least painful, 
most user friendly intro- 
ge ever written, 

he concluding section 


fundamental 
ab beta using BASIC 
or examples of construci- 
ions, and then wraps up with 
a glimpse of the kind of 


“things that computers can be 


used for, given the appropr- 
jate programs. Pipa 
Larry Gonick describes 


cartoonist'. He has certainly 
found the ideal way of 
sharing some of his excess 
education. The whole style 
of this book is appealing; the 
cartoons work as a foil to the 
text assisting the words to 
get the message across 
rather than acting as illus- 
trations. The humour, con- 
tained in both the drawings 
and the text, serves to light- 
en the reader's task of taking 
in new concepts vet avoids 
trivialising the subject. 
Boolean algebra is “light 
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duction to combinational | 


'Software' introduces a few | 
aspects of. 


himself as “an overeducated | 
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reading” to very few people, 
for instance, but Larry 
Gonick's treatment of 
Boole's laws, using spotted 
or NOT spotted and glad or 
NOT glad pigs as the first 
worked example is a joy to. 
read. “Essential Reading' isa | 
phrase which is prone to 
being used lightly by some 
book reviewers: but not this 
one! Just go out and buy a 
copy of The Cartoon Guide,| 
promise you won't be able to 
avoid learning quite a lot 
about Computer Science if 
you do, and you'll be enter- 
tained in the process. | just 
wish Mr Gonick had got his 
act together years ago, when 
| started learning about com- 
puters — the accurate over- | 
view he presents in this book 
would have been invaluáble 
in making everything | learnt 
drop into place in some sort 
oforder. 

The first book to be re- 
viewed in these soon-to-De- 
hallowed pages, The 
Cartoon Guide to Computer 
Science also wins the accol- 
ade of the first book to be 
awarded a CRASH Smash. 
Nuff said? 














STAY 
KOOL 


Producer: Bug-Byte 
Memory required: 48K 
Retail price: 86.95 
Language: machine code 
Author: Leigh Hugill 


































Space Pilot Luke Warm is 
stranded on his crippled 
spaceship after one of his 
less successful space battles. 
kt isnt his day either; 
| although the emergency 
space shuttle is ready to go 
he has neglected to keep the 
fuel rods on the shuttle. They 

are scattered about the 
“stricken ship and Luke must 
be guided around to collect 
| them all. Unfortunately (the 
key word in any computer 
game) the damaged ship has 
sent the various automated 
devices wild, Can Luke avoid 
the nasties, collect all the 
rods and be ready in the 
shuttle bay before the 
damaged ship falls into the 

nearby star? | 
| Stay Kool is another JSW 
clone, but this one does not 
aim to let Willy go, even 
providing a room called We 
must perform a .. . WHAT” 
as part of the clone effect. 
The ship is formed ota series 
of interconnected rooms 
| containing platforms, and 
varied nasties that bounce 
| up and down or slide from 
side to side. Luke is a small 


white figure in a large 
fishbowl helmet with a 
healthy jumping ability. 


items to be collected flash. 
Below the playing area can 


be seen the title of the room, 
number of items collected, 
nao temperature and lives 
vhic 


convert into winged 
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angels 
the features of the game 
there are tractor beams 
which force Luke to rise 
along with them, teleport 
rooms and amongst all of 
this 50-screen game there is 
a Loch Ness Monster! 


CLEEs 


O | always thought it was 
Bug-Byte's policy to release 
only very good games such 
as furmoil and Rapscalion. 
But Stay Kool isn't up to their 
normal standard. The graph- 
ics are good but but aren't 
mind-blowingly brilliant and 
the sound is almost non- 


existent. The idea is similar | 


to Manic MinertJet Set Willy 
but the actual game isn't up 
to the standard of these 
games. Stay Kool is 
definitely not addictive and 
because of this | found that it 
wasn't very playable. It may 
appeal to. pen who 
especially li platform 
games but to the everyday 

amer 
verall not up to the 
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games and certainly not one 
of the all time greats.' 


O “There's no doubt in my 


mind that this game will be 
compared to Jet Set Willy, 
and im fact it makes trttle 
attempt to disguise the simil- 


arity. The screen layout |s so | 


much like Jet Set Willy in the 
sense that two-thirds of the 
screen has been used as the 
plaving area and the bottom 
third as a text and infor 
mation area; it 
even surprise me if the same 
screen display  routines 
hadn't been copied from the 
host program at some point. 
Fhere are some distinct dif- 
ferences though and prob- 


ably the most obvious one is | 


the standard of the graphics 
— they are not as good by 
half and they flicker consid- 
erably. Graphics are quite 
varied and well drawn, how 
ever, and the game makes 
full use of the colour capabil- 
ities of the Spectrum, butitis 
disappointing to see how 
many character blocks are 
left undisguised which gives 
an unpleasantiy chunky feel 


to the game. There doesn't | 


seem to be much sound 
maybe because it would 
slow the game down even 
further. | can't see why Bug- 
Byte has published this 
game as it 15 nowhere near 
their previous high 
standard. 


o ts difficult at this late 


| | stage to say whether yet one 


more “SW copy is playable 
or not. After all, if a game is 
good, it doesnt matter if it 
looks like something else, 
but after so many versions 
one does get a bit tired and 
therefore the copy has to be 
very good. Stay Kool is nota 
good copy, and its humorous 


wouldn't | 


Joystick: Sinclair 2 and 











attempts to copy the Matt- 
hew Smith literary screen 
style is not particularly 
appreciated either. The pace 
of the game seems slow and 
generally the idea is uninspi- 
ring, in other words, it offers | 
nothing new to the type like 
Technician Ted or Brian 
Bloodaxe. A surpsise really, 
coming from Bug-Byte and à 
disappointment” 






Control keys: O/W left/right, 
B to SPACE to jump 


Kempston 

Keyboard play: responsive 
Use of colour: good 
Graphics: above average 
Sound: poor and notmuchin 
the way of spot effects | 


| Skill levels: 1 


Lives: 5 
Screens: 50 
General rating: an average 
latform style game with 
ittle to offer over other 
VErSIONS. 


Use of computer 76% 
Graphics 59% 
Playability 64% 
Getting started 72% 
Addictive qualíties 54% 
Value for money 639% 
Overall 59% 
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Alien Spaceships (O. K, so what's new!) A'n'F have updated Cylon Attack 


(a very sought after game) so popular that A'n'F had great difficulties to | improve the 
game, but they have done it. Cylon Attack is now in isometric 

perspective. Imagine playing new Cylon Attack in 

isometric perspective(3D). £5.75 

NEW FOR SPECTRUM 


ANOTHER RIVETING GAME 
FROM A'n'F 


Seb Et condão | | A&F Software, Unit 8, 
SPECTRUM 48k— Other games available: | ar Rê , é 
ud 7 pgto Canal Side Industrial Estate, 
Chuckie Egg —£6.90, Alpha-Beth £5.75 Woodbine Street East, Rochdale OL165LB 
Telephone: Rochdale 341111 
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CRASH MICRO GAMES ACTION ORDER FORM 
SRNO ERC 


Namê. «se... 


Subscriber No, 
| if applicable 


Address 


LArorcmmamsia.! 


Postcode 


pl prices ai are as quoted under revicw Plaase make cheques or Sub Total: É! 
headings and include VAT. Crash Micro postal orders payable to 

Games Acton make no charge for postage “CRASH MICRO”. From Less Discount É 
and packagine. Customers in Europe Europe wé can accept | ão 

shout dd 50p per Izem for post and Seerling cheques or Total Enclosed É 
packing. Outside Europe, please writefirst  Girochegues. 

so that we may advice on postage rates. 
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ting past them successfully is 
to use the ant spray. Other 
creatures generally have the 
same effect as the coloured 
ants, all exceptfor the spider, 
a wondertully animated 
creature but very deadly. 
Death itself is followed by a 
uíckie funeral conducted on 
- spot. Should vou have 
any lives left, resumption is 
from the same spot. 
Wriggler takes place 
across 256 playing screens 
as you fight for survival in 
the Maggot Marathon to end 
them all, with the final object 
being to reach the planet sur- 
face. Points are awarded for 
picking up objects and eating 
food. When your energy 
level reaches a critical point 
on the bar at the top, the 
computer emits anxious 
beeps to remind you. 





CRITICISM 


O “This is Romantic Robot's 
first excursion into the 
games world, and if all their 
games are up to this stand- 
ard they could soon be 
amongst the top software 
houses. Wriggler is a totally 
original game, | certainly 
can't think of another where 
you control a maggot any- 
way! The graphics are good 
and the animation of some of 
the creatures is excellent, 
have a look at the spider. 
Sound and colour are both 
used well. Wriggler is a fun 

ame to play and offers 

ours of enjoyment to all, in 
fact of the games I've seen 
recently, this is one of the 
most enjoyable I've played. 
Overall, a very good game 
worth buying. 


O Wriggler is an original 
game which has some very 
neat graphics and' it is very 
different from anything | 
have seen before, except 
perhaps Antics which it 
slightly resembles at first. To 
be able to combine arcade 
features so well with adven- 
ture aspects and throw in a 
dash of strategy is an except- 
iona! idea and although it 
has been done before, it 
seems to work especially 
well with this gamê, Colour 
has been put to good use 
throughout and does add 
that lively element that so 
many É ein miss out these 
days. Animation is very good 
too and | especially like the 
way the huge spider creeps 
forward ready to pounce, 
and the way “vou” wriggle 




























about this huge nigh tmare of 
a maze (well aren't all mazes 
nightmares)? | think this 
game qi quite a task 
and whether it will keep your 
mterest really depends om 
what the other mazes haveto 
offer — it's difficult enough 
that have yet to escape from 
the Garden. Sound isn't too 
bad either, with some nice 
tunes. STOP PRESS — Fm in 
Hell now 


O “| must confess that my 
first impression of Wriggler 
was not a good one, | 
thought it was going to be 
rather dull. Iwas very wrong. 
The feature that attracted me 
the most, apart from the 
praphios and animation, was 

ow the different elements, 
maze, arcade and adventure, 
combined to make this an 
absorbing game. The graph- 
ics, animation and choice of 
colour are superb, helping to 
make the display clear and 
uncluttered. At first | thought 
the movement was rather 
slow but when the action 
starts it's best to have your 
wellies warmed and ready, 
your thinking cap on and 
your ant spray armed. Wrig- 
gler is very hard to win but 
the graphics alone make the 
challenge worth surmount- 
ing. | never thought | would 
enjoy spending so much 
time as a maggot.' 





Control keys: O/W or O/P 


left/right, K/M or O/A up/ 
down, LM,T or zero to pick 
up drop, alternatively 
OWERT or the cursors 
Joystick: Sinclair 2, 
Kempston, cursor type, 
Micro Power add-on 
Keyboard play: responsive 
Use of colour: excellent 
Graphics: lively, well drawn, 
superbly animated and 
smooth 
Sound: good tunes, reason- 
able spot eflects 
Skill levels: 1 
Lives: 4 with possibility of 
finding extra ones 
mM Screens: over 250 

| General rating: a different, 
lively and absorbing maze 
game which everyone found 
more addictive than they 
first thought. 


Use of computer 889% 
Graphics 90% 
Playability 91% 
Getting started 15% 
Addictive qualíties 86% 
Value for money 89% 
Overall 90% 


TAPE BACKUP 
DEVICE 


Yes, after spectacular SUCCess om 
the CEM 64 and by public 
demand, Doubler is now avall- 
able for the Spectrum. Includes 
hardware and software. This 
amazing “device” allows you 
to make backup copies of 
software with all of 
loaders irrespective of length or 
"speed. Tests have proved 100% 
successful Requires access to 
wo cassette decks. The special 
software generates a brand 
new machine copy on to one 
deck. while. loading from the 
other. Fast and reliable. They 
said it couldn't be done. 


ONLY £12.95 


p r“ | 
PATENT APPLED POR me 


PMI prices include VAT 
Post & Packing. Cheques, P.O,. 
or Phone your Card Number to 


MICRO CENTRE 


BRIDGE STREET, EVESHAM 
WORCESTERSHIRE 
Tel: 0386 49641 





Also available from 
1756 PERSHORE ROAD 
COTTERIDGE, BIRMINGHAM 

Tel:021-458 4569 
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A DAY INTHE LIFE 





Producer: Micromega 
Memory required: 48K 
Retail price: £6.95 
Language: machine code 


| We have had to wait quite a 
| while now for a Micromega 

release, and À Day in the Life 
represents something of à 
departure for the company. 


the developments a software 
house can make in games 
technology, given a | 
ular machine, and Micro- 
mega have certainly gone a 
| long way. Now with this new 
game there seems to be a 
sense of looking back, for 4 
Davy in the Life is not a super 
3D advance, but actually a 


character, no less than Clive 
Sinclair — definitely plain 
Clive, because the object of 
the game is to keep him alive 
long enough to get to the 

alace to be knighted by the 

ueen. The action takes 
place over 13 screens of 
| varied action. As it is a day in 
the life, the game starts out 
with Clive getting out of bed, 
Throughout the game you 
have to collect one object to 
make a second appear, and 
when that has been collected 
you can exit the screen. On 
the first it is a coat, then the 
door key. The screens are 
taid out in such a way that a 
circuitous route is forced 
upon you, while objects or 
people get in your way or kill 
you off. 

After a screen or two you 
may notice that in some res- 
pects this game does have a 
development init— itis a 
| Story told in pictures. Ônce 
out of the house Clive has to 
visita couple ofshops before 

going to the station to visit 
| the Autobank, go back to 
collect his forgotten umbrel- 
la, then dash onto the al- 
ready leaving train. The train 
takes him to another station 
which is dangerously 
crowded to visit another 
shop to buy a copy of the 
Financial Times and back to 
the train before it leaves the 
station. Each screen has its 
own time limit, in the case of 
the last two it is the slowly 
departing train — will you 
make it in time? The train dis- 
| embarks at a London station, 
not far from the Under- 
ground, but first there is the 
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There must be afinite limitto | 


| mixed collect-and-run game. | 
You play a very familiar | 


which 








busy bar to visit, the bank 
and fast food joint before 
dashing for the Tube to the 
Palace. : 

The moving objects on 
each screen are so arranged 
to move in patterns, boune- 
ing off each other in unpred- 
ictable ways to make life 
harder. Quite often it takes a 
few moments to suss out 
actually how to move about 
the screen. Should you surv- 
ive to the Palace you will be 
rewarded with a lowering of 
the royal sword and a knight- 
hood. 


CRITICISM | 


O *| admit to a softspot for 
Micromega after giving us 
wonderful games like Death- 
chase, Full Throttle, Code 
Name Mat and others, so 
sto can imagine my sense of 
etdown when | loaded Day 





in the Life and saw what | 


looked like rather old fash- 
ioned, even boring graphics, 
and found that the game was 
incredibly simple in play. 
What had happened?! On 
screen one 1 felt like scream- 
ing — the movement of Clive 
is very finicky and you have 
to position him precisely. Old 
fashioned and frustrating, | 
thought. But the 
thing is that after playing for 
about half am hour the 
damned thing began to grow 
on me — and not just be- 
cause of Micromega. Act- 
ually, Day in the Life turns 
out to be an amusing, dif- 
ficult and strangely attractive 

ame. Attractive in the sense 
that the graphics are very un- 
usual, well drawn and 
although not 
animated, there is a lot of 
detail in them. “You”, Clive, 
are just the well known, 
bearded face — very charac- 
terful in fact. Well Ican'tin all 
honesty say that this is the 
follow up from Micromega to 
all those other titles | listed 
before, but it is still a dif- 
ferent and interesting game 
requires some 
patience at first and a deal of 


“timing skill to get through. 


O “lts unusual for Micro- 
mega to put out a game like 
this, they usually deal with 
hi-tech space age games. But 
then again, | suppose you've 
got to part from the theme at 
some point. At first glance at 


this game it looks very 


strange | 


massively | 


boring to play and unattract- 
ive. Playing the game reveal 
a few more items — quite a 
few things to do to keep you 
busy, but nothing terribly 
exciting. After pena the 
game for about an hour | 

ecame tos bored with it. 
Moving Clive about is a very 
fiddly job and you need to be 
precisely positioned to get 
into the gaps, which does 
become frustrating when 

ou constant lose lives, 
he graphics move very 
smoothly at varving speeds, 
they are well detailed and 
quite colouriul but don't 
seem to add much to the 
game. Continuous [if you 
can call it that) music varies 
in speed depending on how 
many characters are on 
screen — not very good 
programming. To sum this 
game up it is definitely not 
uo to Micromega's high 
standards, and although | 
found it quite playable | 
would not recommend it— | 
have come to expect more of 
Micromega.' 


& “Normally Micromega 
ba are a joy to play but 

D ay in the Life doesn't rate 
as well as their other games. 
The graphics are poor and 
not a patch on the graphics 
used in Full Throttle. Sound 
is all right but nothing to 
shout about. The game isn't 
Sae ras and certainly not 
addictive. This is really a big 
dissapointment coming 
from Micromega and | hope 
they never release an other 
game like this!!' 


COMMENTS 
Control keys: user- 
definable, for cien 


needed 
Joystick: Kempston, Sinclair 





| ê, Cursor type 


Keyboard play: responsive, 
but finicky in movment 
Use of colour: good, bright 
colours on a generally white 
round 
raphics: above average 


Clive leaps off a comutear train to buy some essentials from the shop, 
but there's never a C5 around when you need one 


“in unison as one player's 


| inso much as the only option 
is to play the computer, | 

















Sound: continuous but jerky 
beep music 

Skill levels: 1 

Lives: 5 

Screens: 13 

General rating: slightly 
mixed feelings, but generally 


felt to be above average. 

Use of computer 85% 
Graphics 69% 
Playability 5050 
Pepe started 75% | 
Addictive qualities 51% 
Value for money 52%. 
Overall 59% 





CON—- 
NECT 4 


Producer: Atlantis 
Memory required: 48K 
Retail price: £1.99 





Connect 4 is simply a comp- 
uter version of the well 
known plastic wall divider 
with holes around which the 
family crowd all screaming 
counters complete a line of 
four. The package states that 
“Connect 4 is a board game | 
for 2 players or for one player 
against the computer. When 
playing against the comp- 
uter there are four levels of 
difficulty. . ..' When you load 
the program the opening 
screen tells a different story 


which is not really an option | 
at all. After you have 
digested the 8 lines of instr- 
uctions you are invited to 
press any pt whereupon 
the display shows a blue 
board with black holes, 
numbered one to seven 
along the bottom. The 

rompts appear under the 
hoard in a yellow border, the 
first one asks for a difficulty 
level, again this is at variance 
with the cassette case as you | 












are only offered a choice of 1 
to 3. The next choice is 
whether vou would like to 
play first or second, having 
made that decision you can 
begin to play the game. 


vou select the computer to | 


play ate pi will see a green 
counter 

other holes accompanied by 
some rather  elaborate 
noises. Your turn: answer 
the prompt with a number 
that corresponds to the 
column of your choice and a 
white counter will fall into 
place. The computer 
responds with the witty 
message “Em thinking . 

the length of time the mes- 
sage remains will depend on 


the level of py vou have | 


chosen but that can be as 
ea as ten seconds. 
The object of the game is 


to be first in getting a straight | 


line Of four counters vertical- 
ly, horizontally or diagonally, 
and of course trying to pre- 
vent the computer from 
doing do. If the computer 
wins It simply says so and 
plays a lrttie jingle offering 
you a choice of another 
| qame. The routine is exactly 
the same if the player wins, 
only the message is differ- 
ent. 


“CRITICISM 


O It's nice to see a game that 


is quite popular beeing trans- | 1 


lated onto the computer. The 
drawback to the convention- 
al game is that you need two 
people to play it, and how 
often do vou find à partner 
when you want one? Well 
this game solves that 


problem as vou play the | 


computer, which is good at 
| Winning on the higher levels, 
but gives you a good chance 
on the lower levels. Graphic- 
ally it could not be better, 
well after all, ft is only col- 
oured counters! There are no 
difficult inputs, just one key 

| press for each go, this 
enables younger children to 
pay the game without any 
ardship whatsoever. | must 


| That's a winning line of four counters for the player, but try itagain on, 
Ma higher skill lavei and the computer will probably min 


rop past all of the | 





say that | enjoyed this game | 


and at E1.99 its chea 
enough to put away and col- 
lect dust between plays like 
the original, but it's much 
more compact in the cup- 
board! 


O “The eine asks, Will | 


vou be the first to CONNECT 
dº' Yes | was every time. | 
discovered the best way to 
play this rather banal game 
was to adopt the USAF 
tactics used during the Viet- 
nam War. drop as many 
bombs over as wide an area 
as you can and sooner or 
later you are bound to score.” 


e lts a pity vou can only 
play against the computer 
only because the inlay sug- 
gests two players may fight it 
out with each other, but on 
the other hand the advant- 
age of the computer is that 
you can play on your own f 
vou wish. | can't see Connect 
4 being big among the trad- 
rtional computer  qames 
player, but for families with 
younger children it is ideal, 
simply and well implemen- 
ted, graphicaly unexciting 
but adequate — a straight- 
forward game at a sensible 
price. 


ELEIoas 


ii keys: numeric input 





Joystick: not necessary 
Keyboard play: simple, 
although thinking time can 
be slow 

Use of colour: yellow, white 
and green 

Graphics: hardly applicable 
Sound: just a few beeps 
Skill levels: 3 


' General rating: at the price a 


worthy, simple family game. 


Use of computer N/A 
Graphics N/A 
Playability 74% 
Getting started48% 

Addictive qualíties 75% 
Value for money 80% 
Overall 72% 


MAKE MORE 
OF YOUR 
SPECTRUM... 


Twogreat new add-ons to boost the power of your Spectrum 
(and Spectrum Plus). 
The Ram Interface Mk.ll 
15 Kempston | 
compatible. It lets 
vou getthe best 
puto! your action 9. 
games, withall f 
the best 
joysticks around 
eventhe E 
Quickshot Il rapid 
tire joystick. Electrity 
vour enemies, with real 
power and lightning-tast reactions 
at your fingertips 


Then there's our Spectrum Upgrade 
à Kit. Boost your 16K memory to a 
“fantastic 48K and 

runall the latest 

superb action 

software 


SPECTRUM 
UPGRADE KIT 


ce «FOR LESS. 


(Both Ram products are made to last. And fully guaranteed.) 
Get some real action into your Spectrum Games today! 
Simply return the coupon below to Ram Electronics (Fleet) 
Ltd. Dept. CM .,106 Fleet Road, Fleet, a in GUI3 BPA. 
Or call our credit card hot line on 
02514 25252 


9.95 
Joystick nam Interfacets) at a 
e ns Kis) at E 
at il rapid tre joyst o a 


- EDeC 
—* Pleasê state 155U 
rs 
(Piease 200 Zi ppa UK nrde 


postal 
a EQUe pr me 


Name... : 
Address veses E 


te Deo 
106 FIBR 
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REVIEW OF THE HEAVENS 



















TianDAS - 


'STARSPHERE | 


Producer: Eclipse 
Software 


' Memory required: 48K 


Retail price: £6.95 
Author: JM Whiteman 


Like Astronomer, Starsphere 
is able to plot and draw a 
map as seen from one of the 
60 pre-selected city locations 
or from a chosen position at 


“any latitude and longitude, 


viewed at any time. While 
these maps are plotted much 
more quickly than those in 
Astronomer, they are not | 
very detailed, but this may 
not be important if you 


| Simply want to observe the 


Date 
Feb?s 


+Time 


position of the main constell- 
ations and the patterns that 
they form. Starsphere gives 
a map of the entire night sky 


rather than through a 
window and this view can be 
rotated through 18 incre- 
ments to show how the pat- 
terns change with the pas- 
sage of time. The decision is 
clear; is the loss of detail 
compensated for by this ef- 
fective rotating planetarium 
effect? 

Starsphere can plot 355 
stars in 45 constellations as 
opposed to àAstronomer's 
1090 stars in 79 constella- 


tions. The program is very | 


simple to use as all the opt- 
ions are menu-driven and 
the one touch system makes 
the selection of options 
pleasant and quick. 


mm e 


| SPACE SCAN | 


Producer: MacMillan 
Memory required: 48K 
Retail price: £5.95 
Author: JM Hargreaves 


This is another pure educ- 


“ational program. kt will not 


roduce star maps as such 

ut instead produces rather | 
simple maps to demonstrate 
the shape and position of 
any one of 15 constellations 
which can be viewed under 
option One, which produces 
a slide show effect. The | 
maps are annotated to name | 
the important stars and to 
demonstrate how they form 
patterns. After the constel- 
lation has been plotted you 
are asked if you require any 
further information; answer 


' Y and the lines of text appear 
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at the bottom of the screen. 
Should the text refer to par- 
ticular stars, then they will 
flash to make their position 
known, followed by an inter- 
esting fact or two, eg “ff 
Betelgeuse occupies the 


position Of our sun, then it | 


would reach beyond the 
orbit of earth and Mars". 

Option three gives access 
to a menu of 75 stars. Each 
one has a page showing 
which constellation it is in, 
the type of star it is and its 
distance in light years from 
the Sun. IH any technical 
terms are used in the descr- 
iption you will find a cross 
reference to the glossary 
section accessed by Option 
Five. This option only holds 
explanations for ten tech- 
nical names, but the explan- 
ations are useful. 

Option Four accesses a 


aid viewing, | 
chosen É griaçd enhance the 
clarity. 

selection can be a 
clumsy, again the program- 





AURIGA (THE 


Menkal inan* 


vw Press P fo print, G fo 99 0h 





quiz to test your knowledge 
on constellations and stars. 
The questions are not as 
searching as those in Star 


azer. The graphics and writ- 
ing have been designed to 
the colours 


& method of menu 
little 


mers have not used the one 






Re 


Producer: Eaglesoft 
Memory required: 48K 
Retail price: £3.50 
Author: D Mainprize 


As the title suggests this 
program deals only with our 


| own Solar System, which it 


defines on the first page to 
“include all objects captured 
by the gravity of our Sun. 
THe first page ofthe program 
presents a menu listing the 


first eleven options which | 


are allocated to the Sun and 
the planets. 

Select any ofthose options 
and you will be given one or 
two pages on that topic. The 
information is very compres- 
sed and it is best described 
as a beginners' basic guide, 
at which level the informat- 
ion is interesting. The text is 
combined with diagrams 
that, in the case of the Sun 
show its structure, or for the 
planets their position and 


size in relation to the earth. | 


The information given with 
the planet text includes the 
diameter, orbit and rotation 


THE SOLAR SYSTEM SE 


CHARIOTEER» 


Capella 
E 


Epsilon - 
Aurigae 


«Hassaleh 


«Beta Tauri 


touch system throughout 
and performing the same 
function on different pages, 
such as retuming to the | 
menu, will require different 
key presses depending on 
the mode vou are in, this can 
make the package slightly 
more confusing to use. On 
the whole a useful package 
for getting the basics across 
to an audience. 





== 








periods, moons and distance 
from the Sun. The other inf- 
ormation that can be called. 
up includes a diagram show- 
ing all of the planets in their 
relative positions, and basic 
information on asteroids and 
comets. This package does 
deal with the constellations, 
but only with ten of them and 
all it really does is to map 
them out in isolation to show 
the prime star in each case, 

One final option is the 
seemingly obligatory quiz 
but really | feel that this prog- 
ram |s nearer a pure edue- 
ational package, so the quiz 
is essential. 

The layout of the program 
is neat though unspect- 
acular. The menu system 
was crude as the user has to 
enter a number and then 
press ENTER, a systêm that 
15 at variance with that used 
by the other packages and is 
prone to errors, small point, 
perhaps, but in an education- 
al environment these pack- 
ages have to be idiot resist- 
ant. 








Outperforms any Spectrum interface 
The unique Turbo interface from Ram gives you all these Group home computer centres and al good computer shops everywhere. 
features = and more = in one unit Or simply complete the coupon below and send it to us today. 


Ram Electronics (Fleet) Ltd, Dept. CM , 106 Fleet Road, ds 
Hampshire GUI3 8PA. | 
Or call our credit card hot line on 02514 25252. ; 


o SS 4 + Ps 


se Avariety ofinterfaces including: Rom cartridge, two Sway D plugs 
for standard joysticks, PLUS ful expansion at rear. 


ds Compatible with Kempston, Protek and Interface 2 protocols. 
se Works with latest Quickshot Il rapid-ire joysticks and trackbalis. 
s Choice of Rom cartridge, tape cassette or Microdrive software. 
se Works with virtually all joystick-compatible software. 
& Instant program loading with cartridge software. 
& Buil-in power safety device — unique to Ram Turbo. 
* Fullone year guarantee. 
“= Immediate availability — orders will be 
despatched within 24 hours upon receipt 
of postal orders or credit card details ; | Enio SER a cards 
(cheques — seven days). | = Tor Dept 6 CAM. Ram Electron: (Fheet) Lito 106 Flest Road, Fleet, Marmpuahiees GUILIBPA. 
So don't wait around. It's available | | Acerte siga RA dg e e Ne pe pj 
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Spectrum Turbo Interfacels) at £22.95 Na 

+ £1.00p+p (nverseas orders £3.00 p+p). 
—  Quickshot | Joystick(s) at £9.95 

ny e pacato roma + 1940) 
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Among recent letters we have received there 
has been an indication that CRASH BACK 
was more popular than we thought. So here 
we go again this time with BEN STONE and 
ROBIN CANDY taking a look back at the good 
games from Issues 5 and 6 to see if the 
reviews and the games stand the test of time. 














Psytron 
(Beyond) 


Psytron was Beyond's first 
hit for the Spectrum, after a 
less than auspicious start 
with Space Station Zebra (re- 
viewed issue 4). Itwas hailed 
4.8 Beyond as 'À program 
ich makes other prog- 
rammers gasp' this may 
have not been so (ask Simon 
Brattel from Design Design) 
but all who laid eyes u it 
thought it was great. Except 
maybe a couple of conned 
reviewers who have been 
dying to get their own back. 


O As a result of reading the 
CRASH review (which | had 
no part in writing) | promptly 
went out and bought the 
damned thing. As soon as | 
opened the huge box | wish- 
ed | hadn't, a twenty page 
booklet lay there waiting to 
a read sã On 

laving Psytron for the first 
time | found it slow and a bit 
monotonous. 8 months later 
my view of the game hasn't 
really changed. More a case 
of nice graphics shame 
eg the game. 
























































O | remember buving this 
game and thinking it looked 
terrific, but on loading the 
game and playing it for a few 
goes | found it totally and ut- 
terly boring. True the graph- 
cs were Drill, but papas 
maketh not a game. Sound 
was used well and the speed 
with which the 10 panoramic 
views appeared was marvel- 
lous but | couldn't help feel- 
ing that there was something 






























Blade Alley 
(P.S.5.) 





missing, maybe it was the 
fact that the game started of 
pretty boring and it took 
quite a while to work up to 
the more exciting levels. 
Overall | thought Psytron 
was pretty looking but there 
wasn t enough action going 
“sda straight away. 


(Ben) | wouldn't change the 
“Use of computer” rating or 
the “Graphics” rating. But as 
for “Playability' | would 
knock that down to about 75- 
ish as it got very monoton- 
ous after level 2. “Getting 
started” would be altered to 
about 70 because the booklet 
takes some getting into and 
you have to play each level 5 
times before you can prog- 
ress to the next. “Addictive 
qualities' wouldn't really be 
altered much only about 3 to 
4 per cent knocked off and 
the “Value for money” rating 
would be somewhere 
around the 75 mark. 






(Rob) Most of the ratings still 
stand but | would certainhy 
alter the “Playvability' to 
about 68 and the 'Addictive 
qualities” right down to 
about 57 otherwise the rest 












Blade Alley is a 3D shoot em 
up a sort of 'Buck Rogers' 
game. The obj of the 
game is basically to shoot 
anything that moves and if it 
doesn't move shoot it any- 
way. Strangely enough, 
though, despite it getting a 
good rating in the review it | | 
has never been very popular don't really like it. | think it's 
on the hotline which isnorm- . got something to do with the 
ally a reflection of how good ano ina tune and the key- 
a game is board layout that seems to 
have your hands tied up in 
O | didnt see Blade Alley knots. The 3D effect is quite 
when it was first released good but it's not a patch on 
iwe werent CRASH review- the newer 3D games like 
ers at that time) but looking  Starstrike, Darkstar etc. 
at it now |I've decided that | BS 















Zig Zag 
[DK 'Tronics) 


Zig Zag has been DK Tronies' 
biggest hit so far but they've 
got some more games in the 
pipeline. The object of the 

ame is to wander around 
the maze hunting for these 
poor innocent little creatures 
called Scarabags (| know it's 
a stupid name but I'm sure 
there is a perfectly logical 
explanation for it). Once 

ou've found one of these 
ittle thingies then you've got 
to trap it in a corner and in- 
terrogate them to get part of 
a code to proceed to higher 
levels in the game. If you are 
near a Scarabaq then an ind- 
icator flashes or ifyou've got 
a  Currah  Microspeech 
attached you are told verbal- 
ly. On later levels Hover- 

roids pop out of alley ways 
and shoot at you which 
drains your energy but you 
can destroy them just by 
shooting an interrogator at 
them. 


O Zig Zag was one of those 
games that has very nice 3D 
graphics but wasn't terribly 

layable or addictive. After a 
EM sda Hd just about 
completed it and | was bec- 


oming increasingly bored 
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Ântics 
(Bug Byte) 


AÂntics as all good bees know 
is the sequel to The Birds and 
the Bees (which Matthew 
Smith did the graphies for). 
The basic aim of the game is 
to rescue Boris Bee (star of 
TBATB) from an ants nest in 


O Ofali the carly 3D games! 
think that Blade Alley mas 
the best. Though | don't think 
t would rate highly nowa- 
days for its time it was marv- 
ellous. The graphics while 
good are a trifle boring when 
compared with the likes of 
Knightlore and Starstrike but 
they worked; better to have 
simple 3D graphics with few 
attribute problems than 
pretty things which just end 
up as a flashing blob at one 
end of the screen. The sound 
was quite good and with the 
addition of the Currah Micro- 
speech the sound was even 
better. The hardest thing to 
do on Blade Alley was /ining 
your ship up with the enem- 
tes to shoot them but after 
you mastered this there 
wasn't a lot to the game. | 










with the whole thing. The 
constant drone of the Vect- 
rakker (the backpack that 
houses all of your interrog- 
ating and navigation equip- 
ment) got right up my nose 
and on top of that | only saw 
om Hoverdroid. 


Zig Zag was a very playable 
game though there wasn't 
much going on. The graphics 
were great with the 3D maze 
scrolling wondertully and 
the little Scarabags were so 
cute, | especially liked the 
way their eyes popped out 
when you seg ra them for a 
second time. The idea of the 
game is so simple that you 
can get into it on your firstgo 
without much bother, 
though | think it wouldn't 
take long for an average 
games player to complete it 


which he has been impris- 
oned. As Boris's cousin Barn- 
abee you must penetrate the 
lower depths of the nest and 
rescue him and bring him 
back to the surface. Inhabit- 
ing the nest are beetles and 
ants (naturally) which steal 
pollen and stamina from 
vou, if you don't have any 
stamina or pollen left then 
Barnabee dies. Both pollen 


DO 


quite liked Blade Alley but 


It's very dated now. 
RC 


(Ben) | would lower 'Use of 
computer down to 70 be- 
cause the keys are so hard to 
use. 'Graphics' down to 
about 77 and 'Playability' 
down 6% to 80. All the other 
ratings | would take down 
about 10 to the early seven- 
tias or late sixties. 


(Rob) As I've said the game is 
a bit dated now so all the rat- 
ings except maybe 'Playabil- 
é should go down by 10 to 
20%. “Playability' | would 
probably push up by a 
couple of percent to some- 
where around the 89 region 
because it is very playable 
for a while. 
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or very nearly complete il, 
Sound and colour are both 
used well and overall | think | 
still like it. Zig Zag is a very 
good game for people who 
aren't too good at games in 
general or tor beginners who 
want start off with some- 
thing that isn't too complex. 
Overall! | think | Zig Zag is a 
great game and could keep 
vou up until the early hours 
ofthe morning chasing those 
Id Scarabags. 


(Ben) would change most of 
the ratings. “Use of comp- 
uter” down 12% to 73, 


and stamina can be replaced 
by visiting the various flow- 
ers that live in the nest. 


O Antics was a very good 
ame with super graphics, 
rill sound, terribly adoictive 

and very playable. But now 8 

months later | think it's lost 

some of its original appeal. t 

gets very boring after a 

couple of games and the 

tune now drives me up the 
wall, though | do like the hi- 
score table it even had 

Danger Mouse and Penfold 

in it. 


O Most people seem to 
have agreed with the review 
of Antics because it was in 
the Hotline charts for so long. 
Looking at it now Fm not at 
all surprised e ara hics are 
still good and | think if Antics 
was released now 1t would 
either be a Crash Smash or 
very near one. Sound is used 
well throughout the game 
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“Graphics” down 10% be- 
cause there is no variation in 
them, it's always the same 
view. Both the 'Playability' 
and 'Addictive qualities' 
would suffer because | lost 
interest in a very short time 
and | found it a bit ego just 
chasing Scarabags all the 
while 


(Rob) | don't think | would 
change many of the ratings 
because | think it's one of the 
best 3D maze games around. 
The “Graphics” would go 
down by say about 5% but 
the 'Playability' would go up 
by about the same. All the 
other ratings still stand 


O al 
eds PR 


with a tune continuously 
playing. Antios has stood the 
test of time well and it will 
continue to do so for a very 
long time. Undoubtedly a 
classic. 

RC 


(Ben) | wouldn't really 
change the ratings much, 
maybe lower the 'Playabil- 
ity” and 'Addictive qualíties' 
down to 85-ish otherwise the 
rest still stand. 


(Rob) The ratings shouldn't 
really be changed at all itwas 
a Crash Smash and deserv- 
adly so, 
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Worse Things 
Happen 

At Sea 
(Silversoft) 


WTHAS was Silversoft's first 
real big hit and since then 
they haven't looked back. 
WTHAS has been popular in 
the Hotline and it's still pop- 
ular with all of the Crash re- 
viewers. The idea of the 
game couldn't really be 
simpler, just keep the ship 
afloat until you arrive at your 
destination. On the later 
levels of the game you must 
regularly oil the engine to 
stop it from blowing, while 
still repairing your ship and 
keeping it on course so you 
get to your destination quick- 
er. So as you can see it gets 
quite hectic in there. At the 
top of the screen is a scanner 
to indicate your distance 
from the shore plus scanners 
for how much robot power 
you've got left (you have to 
go back to the start chamber 
to get it back), how much 
water there is in the ship plus 
other details which are 
important to the running of 
the ship. 


Moon Alert 
(Ocean) 


At the time when Moon Alert 
was released there were few 
peca 'Moon Sugay. ames. 

oon Alert was by far the 
best and oddly enough few 
'Moon Buggy games have 





O WTHAS has stayed in the 
Hotline charts for a very long 
time. That must say some- 
thing about how good the 
game is and | really enjoyed 
playing WTHAS it's just so 
addictive and playable. Per- 
haps after a couple of hours 


Solid playing | might become 
bored with it but | don't really 


been released since — 
certainly nothing to rival 
Moon Alert. Almost every- 
one knows how to play 
Moon Buggy” games (if you 
dont — where have you 
been for the past couple of 
years?) so there is no pointin 









thous 


see that happening to me. 
The graphics on WTHAS are 
really good and the game 
still rates a Crash Smash by 
today's standards which just 
goes to show that WTHAS is 
a classic game. Ifyou haven't 
vet got WTHAS then get it 
now, its too good to be 
missed, 

AS 


O WTHAS is still one of the 
best games available today. 
Everything about the game 
Is terrific; it's fun, ft's addie- 
live and it's fantastic value 
for money. When | first saw 
some greriaras of the game |! 

É it was going to be a 





going over that all over 
again. 


O Several 'Moon Buggy' 
games were released at 
about the same time, 
Ocean's version was un- 
doubtedly the best and it's 
still a very good game by 
today's standards. It's just as 
addictive and playable as it 
was then and no one has bet- 
ço it since. 


bore five hours continuous 


Haying proved me wrong. 
WTHAS is à manic bri 
which is hard to categorise, 
there isn't anything like it 
available. When you see pro- 
grams like this you soon real- 
se why the Spectrum is the 
best games machine on the 
market. 

RC 


(Ben) | wouldn't quarrel with 
the ratings at all. t's as good 


now as it was then. 

(Rob) The ratings still stand 
today and WTHAS isn't the 
least bit dated. 





O [ve never been particular- 
ty fond of “Moon Bug f 
games but Moon fort 
caught my attention because 
it's a Really senão game. ft's a 
lot more addictive than any 
other game of its sort. The 


graphics are fine though. 


your actual buggy is a bit flic- 

ery. If you want a “Moon 
Buggy game Moon Alert is 
still the best one available 


and worth buying. 
RC 


(Ben) | wouldn't change any 
of the ratings. l anything | 
would put the 'Addictive 

ualities' up a few points. 

von Alert is another game 
that has stood the test of 
time well and | highly recom- 
mend it 


(Rob) The ratings on the 
whole are basically sound | 
would onhy fiddle with them 
slightly by pushing the “Use 
of computer' up by 3 points 
and maybe lowering the 
'Addictive qualities' by a 
couple of points. Otherwise 
the review still stands. 
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Stop 
The Express 
(Sinclair/Hudson Soft) 


Stop The Express is another 
game that has a very simple 
idea behind it which has 
been improved upon by add- 
ing good graphics and 
sound. What you have to do 
is to get to the front of the 
train and Stop The Express 
which has been hijacked by 
the infamous Redmen. As 
the review stated the game is 
played as if it were a scene 
outof a movie. First of allyou 
must run across the roof of 
the train dodging obstacles 
such as knife-throwing Red- 
men and gaps between car- 
riages. Then after you've got 
passed a certain number of 
carriages the scene switches 
to the inside of the train 
where you have to get to the 
front of the train and stop it. 


O think Stop The Express is 
one of the most original 
games | have ever seen, lt 
surprised me to see that it 
wasn't a Crash Smash and 
seeing how popular it has 
proved in the Hotline I'm 
even more surprised. Per- 


haps this was because of the 
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Sabre Wulf 


(Ultimate) 


The review of Sabre Wulf 
only just managed to getinto 
issue 6 because we got it so 
late in the schedule butitwas 
timed just right so we were 
one of the first magazines to 
review it. Also due to popular 
demand a set of ratings will 
be published in this review 
as if the game had just come 
out today. Most people know 
how to play it, just find the 
four parts of the amulet and 
get out only to find you've 
got to travel on to the Under- 
wuride. The game is played 
in a 16 by 16 grid with 
various monsters materialis- 
ing from the ground. These 
can be killed using your 
trusty sabre while other 
creatures such as the hippos 
and warthogs are persuaded 
to change direction away 
from you by poking them 
with your sabre. Only the 
Wulf which patrols the bot- 
tom half of the maze and the 
quardian that blocks your 
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tow Use of Computer mark it 
received as a result of all the 
keys there were to use. But 
after a few goes | found less 
keys than stated could be 
used and the game played 
just as well. Is still a good 
game and has stood the test 
Ad well. 


6 Stop The Express was 
one of the few games that 
was underrated. By rights | 
think it should have been a 
Crash Smash. ft's still fun to 
play and its popularity in the 
Hotline proves this. The 
graphics are good and the 
scrolling of the train and tele- 
graph poles is excellent 


way out (unless you have the 
four parts of the amulet of 
course) aren't affected by 
your sword, they kill on 
contact!! 


O Sabre Wulf it still one of 
the best games around. k 
has very good graphics and 
is stillas playable and addict- 
ive as anything else on the 
market at the moment, | 
don't think it looks at all 
dated. When Sabre Wulf 
came out everyone said how 
much like Atic Atac it was but 
just with different graphics, 
personally | don't really see 
es resemblance. 


O Sabre Wu, at the time àt 
was releaseo, caused a bit of 
controversy because of the 
new price and some people 
said it was just Atic Atac over 
again. [agree about the price 
but a cio  itto Atic Atac 
was unfair; if you say Sabre 
Wulf and Átic Atac are the 
same except for graphics, 
you could argue that all plat- 
form games are the same 
and therefore it doesn't mat- 


stop The Express just goes 
to show how a simple idea 
implemented well can make 
a game as playable now as it 
tab 8 months ago. 


ter which one you buy, butas 
everybody knows they aren't 
all alike and equally text adv- 
entures aren't the same just 
because they all have text. 
As to the game | think fl's still 
pretty good and certainly 
addictive and playable. Still 
worth buying, though a little 


Rique 





Overall 





(Ben) | think “Use of Comp- 
uter” should go up to about 
?5 because you can play 
using only 5 keys but as for 
the rest of the ratings they 
should stay as they are. 


(Rob) Most of the ratings still 
stand except for the ludic- 
rous “Use of Computer 
which should be about the 70 
mark. Otherwise the game 
hasn't lost any ofit's original 
appeal. 


Well here's the moment 
you ve all been waiting for — 
the ratings. 


Use of Computer 90% 
Graphics 92% 
Playability 91% 
Getting started 88% 
Addictive Qualíties 95% 
Value for Money 83% 


91% 
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GARGOVLE GAMES 


1995 48K ZX SPECTRUM 
CBM 64 


Tir Na Nôy — the land of youth, the other world. 
Tir Na Nôg—the kingdom of the sidhe, the home of dagda's cauldron. ALSO FROM GARGOYLE: 
Tit Na Nóg-—a vast and complex adventure, in a magical celtic landscape. THE STUNNING SPACE GAME, 
Tir Na Nôg—a most stunning visual experience, with state-of-the-art film AD ASTRA - £5.99 
animation. WINNER — CRASH READERS' 
EEST SHO0OT-EM-UP AWARD 


Tir Na Nog —a true computer movie. 


GARGOYLE GAMES, 74 KING STREET, DUDLEY, WEST MIDLANDS. TEL: DUDLEY 238777 
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Fixing things - whethar people 
anted them fixed ornot. 
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GRAPHICAL 
SPARKS 


Leonardo, the graphics 
package from Creative 
oparks first announced 
November and the basis of a 
competition we ran inthe 
Christmas issue will be 
appearing in the shops on 
Tith March, Gordon Reid, 
Creative Sparks Product 
Manager assures us some 18 
functions have been added 
to the package in the interim: 
“K just kept on getting bigger 
throughout the final stages 
of development, says 
Gordon. Anyone wanting to 
know how they could 
possibly enter the drawing 
competition will now be 
reliegved to know that 
Creative Sparks will be 
running the whole thing 
aguia in conjunction with 
CRASH — so look out for the . 
details in the May issue. 
Meanwhile, the few 
people who stillsent in 
entries for the Leonardo 
Competition before the 
closing date — 28th March — 
will receive a complimentary 
copy of Leonardo from 
Creative Sparks for showing 
willing, and they are 
welcome to re-enter, but this 
time they really will have to 
use Leonardo to create their 
entries 
Other readers wondering 
who won what in the other 
Christmas Issue 
competitions should check 
the results page at the end of 
the magazine where lists and 
lists of names appear. Sorry, 
| but we haven'tvet been able 
| tomake up ourminds who 
| willwin the Ultimate and 
| 
| 











“een CERs 0! = ss 


= 


aa dat 









o - O us Mg 






























e —— e — — — — po o 












: andar. SR 
at Dre tho rá Pepe go 
are 
MOLE CE MANTED. 













Hewson Consultants map 
drawing competitions, there 
| were so many brill entries. 
| Nextish, promise. 


| LX 
INSURANCE 


À broken Spectrum out of 
warranty can be a major 
problem, and you can insure | 
against the risk of being 
lumbered with expensive 
repair bills once the warranty 
has expired. Buying | 
insurance can be a bit of a 
minefield at times, and it's 
always worth shopping 
around andexaminingthe | 
small pen on policies as well 
as looking at the price. 
Speaking to a lady at the 
Domestic and General 
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Insurance Co (01-946 7777) it 
seems that you could insure 
your Spectrum, or indeed 
any computer costing less 
than £ 150, against 
breakdown, fire, theft and 
accidental damage for five 

gars from date of purchase 

or £31.60. you would have 
to take out this insurance 
while your computer was 
still under warranty, 
however, or very soon after 
the guarantee had expired. 

ve Mi ir Club 

(0990 28102), which has its 
registered office in 
Wokingham, but currently 
uses the same address as 
Domestic and General's 
head office on its press 
releases, can offer five years 
breakdown insurance on a 
home computer for £57.95 
and you can join the scheme 
at any point in your 


SOFT AID made its debut 
appearance atthe LET show, 
at the price of £4.99 rather 
than £2.99 as was expected 
when we wrote about the 





project in March. Still a good 


deal, nevertheless. 
And the furry fellows at 
Gremilin Graphics are also 
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machine's life, providing it is 
ingood working order. 

“W'saclear case of reading 
the small print, taking a 
choice and paying your 
money one supposes.... 
Sadly, Which? Magazine 
published by the Consumers 
Association, hasn't looked 
into breakdown insurance 
for home computers, but 
their more general article on 
domestic appliance 
insurance in their May 1984 
edition might be a good 
starting point ifyou are 
thinking of insuring your 
computer. 

Any letters on the subject 
from readers, insurers or 
Spectrum repairers marked 
“Insurance” would be 
welcomed, and maybe we 
could pass on some 
information and 
experiences. ... 





doing their bit for the 
Computer trade Weekly/ 
Soft Aid Ethiopian Appeal 
with a specially 
commissioned children's 
adventure, Tinderbox. All 
profits willbe donated to the 
Ethiopian Appeal. 


DRAGON 


TORC OF 
AVALON 


Report and pictures by 
JOHN MINSON 

A history lesson. When the 
Romans left Britain the 
nation fell into darkness and 
from the misty chaos ofthis 
crucial era came myths....of 
warlocks, shapeshifters and 
gi or heroes. 

Wvith this pi blg the 
Museum of London made an 
atmospherically fitting 
setting for Hewson 
Consultants to launch 
Dragontorc of Avalon, 
sequel to the CRASH Smash, 
Avalon, High technology 
met artifacts from several 
thousand years of history, 
including some replica tores. 








Tores? They're the twisted 
poson jewellery that the 
“elts wore before charging 
into bloody battle — 
“wearing your wealth round 

our neck”, is how 
ragontorc author Steve 
Tumer describes it. 

A lot of preliminary 
research went into the game, 
which Steve says is am 
extension of the reality ofthe 
time. Às in Avalon you 
command Maroc the mage, 


GOING 
CHEAP 


“Budget software sells' is the 
less than amazing 
conclusion that software 
companies are coming to. 
Gilsoft's Go/d Collection of 
eight adventures is now on 
the market at £ 1.95, 
including Magic Castle, 






Author Steve Turmer shows the press how to guide Maroc through 
ancient Britain on a quest against the Shapeshifter 






this time in-battle against 
Morag the Shapeshifter, 
Witch Queen ofthe North, 
who threatens Britain with a 
reign of horror using the all- 
powerful bd ob ra 

Hewson called the first 
game an 'AdventureMovie”. 
For Dragontorc, they've 
coined the phrase 'Sensory 
Animation"to refer to the 
fact that interaction between 
Maroc and other characters 
depends on previous events, 
race etc. For example, elves 
are naturally timid — but win 
their confidence, and you 
can gather a small army. 

This sophistication brings 
Dragontorc even closer to 
traditonal role playing 
games, so it comes as no 
surprise to find that Steve is 
a Dungeons and Dragons fan 
and that Maroc began life as 
aD& Dcharacter. 


= +73) 


Unlike many text 
adventures the problems 
here have multiple solutions 
but that's more like life, 
according to Steve, and it 
means that ifyou're not 
quick enough with the 
arcade elements you can 
find some other way. 

March 28th is the day on 
which the mists of time roll 
back and once again Britain 
will fall into the Dark Ages. 


Mindbender and Devil's 
Island. 

Beau Jolly is spending a 
quarter of a million pounds 
on TV ads for the launch of 
Megalits, vvhich contains 
ten games on two cassettes 
for £ 19.95 — and given that 
six out of the ten were 
CRASH Smashes in their 
day, the package is hardly a 
rip-off 
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Atlantis are continuing Entrants need to use the 
their range of budget tapes, save routine inthe sh pd 
with Nicotine Nightmare to record their high score and 


(reviewed this issue) and 
Seif Destruct founding their 
new Atlantis Gold label, 
which will retail at £2.99. The 
main Atlantis label will, of 
course continue to provide 
titles at £ 1.99 | 

And Artic's slashed the 
price of most of its Spectrum 
games to £ 1.99, with the 
exception of World Cup, and 
this includes the Artic 
adventures A — 6, 


OUT WITH THE 
SHOPPING 
BAG 


Jokes about Argus Press 
Software's shopping listfor | 
other companies abounded | 
atthe LET Show - they'd | 
already bought Quicksilva 
by that stage. 
At LET they stitched up a 
deal with Lothlorien which 
they now ce scribe, quite 
naturally, as 'Britain's 
lgading c ompute! wargame 
company”. APS will now be 
handling the production and 
marketing of future 
| -Dthtorien tittes. And 
Juicksilva themselves have 


tied upa similar deal with BLOODAXED! 
Bug- Byte through which 

they've gained the exclusive EB o Langdell of The Edge 
rights to seven titles has been in touch to say that 


developed by Bug-Byte — 
for a sum which the modest 
feilows at Quicksilva feel 
unable to disclose for some 


some naughty dealers have 
been flogg! ng offthe sample 
copies rian Bioodaxe to 
unsuspecting punters. 'Is 
there no end to the human 
potential for greed?” | hear 
you cry. 

Trouble is, these sample 
copies — clearly marked as 
such, and mailed nationwide 
to dealers — had been 
specially doctored to make 
sure no-one could get a head 
start in the competition 
contained in the game. Soa 
few people have already 
been in touch with The Edge 
in the belief that they ve 
finished the game and are in 
line for the prize — only to 
find that they've been 
flogged one of the doctored 
copies and haven't 
completed the game. 

H you've got a copy of 
Brian Bloodaxe that is, or 
looks like it was marked 
'Sample”, the best thing to 
do is take it back to the shop 
o bought it from and ask 

ra proper copy. 


FEdSUOT. 


And Rod Cousens, 
Quicksilva's MD goes on 
record as saying that 
Quicksilva intends to see 
COrsSia le rable EX pa nSton im 

the field of publishing third 
party software this year. 

Perhaps someone should 
start some budget software 
houses too! 

















SIMPLY THE MOST 
ADVANCED SPECTRUM 
GRAPHICS PACKAGE. 


“For programmers, artists , draughtsmen, 
or just plain doodlers. 





[+ he table demonstrates the capabilities o! LEONARDO 

against the best selling similar packages. LEONARDO"S 

facilities do not stop there however, In fact over 50 commands 
are available e this the most advanced and useful 


juca package yet produced for the SPECTRUM 48K. 
ompatible with all rins. oftoçç 
6 Clear commands make LEONARDO easy to use, 


€ Complete with a comprehensive 












; | Avai Available from All All good! computer software stocksts. 
3 Send me (Uck as required) 
E LEONARDO TNDC301 


page instruction manual. | a; E VE 
| LA K: 
; sa pr | £.9. 95 a “ento, Meu: GAIA TRE 





ne AR £9.95 
9 O Mylocal stockist's address | 
4 OQ Your fullfistof gan 
| Game/s at £9.95 each PR a | 
" mê | + single P&P sum o RE BOB 
Ru] Totalto send £ E aa | 
ioeNsao iii By cheque or PÔ (no cash) made payable to TECS or | 
Enter card no. L] Byaccess 
TERRE Pops CR EC) Garcia | 
| Sign below: 


Credit card sales: UK buyors Oni . Response within M days. 


Creative Sparks, Department MO, 296 Farmborough Road, Famborough, ot 
- Hampshire, GUI4S 7 IF Telephone: (0252) SLBSHA, 

Name | 
pra ro po po SE ta 





cm | 
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YOUR PLANET NEEDS YOU! 


Train to save Civilisation by 






| | Subscribing to 


“Subscribers Discount= | 
50p off each Crash Micro 
“MaitOrderitem! 


— eGet yourcopy 


ET vo: ahead ofthe crowd 


ee 


e, e 
aa q sa SPSS 
— e 








a j ar em mu Um a O 
E ribe to CR 


Bem O! | would liketo subsc 
1 Starting with Issue 





EN Name... eseseerresteto puderes nen. aaa a RR RS as RENÉ emo a 
=, pesa pd RD E e | 
RE Address,.,.... seres eae RE Sê puta e 6 À 

t RR ng Lei ESPACE ig À 
1 Postcode,,.sesemenesneeoo : tenclose? 
l 
! u JOPSHIRE SY8 1DB | 
Es OX O. LUDLOW, SHROPSHIRE 5” do 
CRASH (Subs), PO BOK1O,LUDLOU SET IEA 









o TIP 


[| 


PSA 


from ROBIN CANDY 


Not 
publish 


aii Not guilty! kt wasn't my fault that the pokes 
last month for Undernwuride and Knight Lore 


came out wrong — the Underwuride one was misprinted 
and the Knightlore one only works with Interface 1. I've paid 


the con 


sequences many times over (you know you start to 


hate phone calls when they all ask you the same questions — 
ht Re your pokes work?) So there are proper versions of 

th routines published in this issue which have been: A 
Ifyou can't get them to work you're either doing something 


wrong or t 


hey might have been misprinted (which isn't my 


faut!) Well (Ithink I've only used that word once this month) 
less of the intro (they're really boring to write and read 


anyway) and on with the tips. 


147 BREAK 


Thistip sentin by Robert 
Tonks of Hollyrogd (not the 
one you think) and it enables 
vouto geta 147 BAR en 
Steve ú 


JB VS; 5 Ropher 


These pokes are for infinite 
lives the person who sent 
them in forgot to include 
their name and address, 
sorry whoever you are! 


When the game has loaded 
and asks for Keyboard or 
Joystick options note down 
what they are then press 
LAPS and BREAK. Now enter 
these three pokes as direct 
commands; 


POKE 52249,24: POKE 
52250,32: POKE 53897,0 
Now enter CONTINUE plus 
ENTER. Make your selection 
for keyboard or Joystick 
options you won'tbe ableto 
see these, that's why you 
noted then down). You 
should now have infinita 
lives on this game. 








EANES 
A WALLY 


lhaven'thad many'tips infor 
this yet but it's still early 
days. So here are a couple of 


my own. 


To mend the fountain get 
the Monkey Nuts from the 
Bakers using Wilma. You can 
now enter the Zoo, take the 
Monkey wrench from the 
£oo and drop itsomewhere 
convenient. Now find Dick 


à STARSTRIKE 


After my appeal for more tips 
for Starstrike a “Star Wars' 
fanatic, Mr R Cope of Exeter 
was prompted to send in his 
findings on this excellent 
game.... 


Space: 

In space on levels one and 
two only one ship fires at 
you at a time. Look at the 
screens very carefully, most 
of the ships fly in a circular 
path, The best way of killing 
a ship is to follow the same 
para: blasting the plasma 

ts and following through 
by finally blasting the alien 
ship. The instant you destroy 
aship another fires at you, so 
keep on the move. On the 
higher levels more ships fire 
more often and some 
situations are impossible to 
beat. If you momentarily 
clear the screen centre your 
gun marker because over a 
third of the ships appear 


from the centre. At the end 


the plumber and go find the 
Plunger. Get the Monkey 
wrench and take Dick to the 
fountain (making sure that 
he has got both the Wrench 
and the Plunger). Jump up 
on the fountain and jump at 
the statue ontop, this should 
mend it. Once the fountain 
has been mended then get 
Wally, the empty bucket and 
the sand. Take Wally to the 


of this screen one or two 
ships spiral out and go 
behind you, move your 
cursor to the far left or right 
and pick them off as they 
make their final pass. 
The Surface 
Here things get tough!! On 

level one it is best to use the 
tip from last month's playing 
tips. k also works if you 
move hard left or hard right, 
this shows the incredible 
graphics at their best. Pick 
off the laser bunkers by 
diving on them and spraying 
an arc of fire, but don't hold 
the fire button down too 
long! When you've get the 
towers things are a bit 
different. If you clear alithe 
tower tops you get 50000 
points bonus plus what ever 
vou get for hitting the tower 
tops. So it's worth using up 
some shields to get some 
extra points. After you have 
shot allthe tower tops turn 

our attentions back to the 

unkers. 


tountain and the bucket 
should fillup. Once this is 
done take VVally to the 
cement mixer and pick up 
the cement, find the Trowel. 


With the Trowel and cement | 


go to the location with the 


bricks in it, walk passed them | 


and the wall should be built. 
Does anyone know how to 
mend the gas pipe and the 
hook? 





The Trench 
This is where the main 

problems occur. Usually the 
cursor self centres side to 
side, but up and down it 
normally lies in one of three 
Rev top, middle or 

ottom. So it is possible to 
maintain your height and 
just concentrate on your side 
to side movements. In the 
later trenches it gets tough 
and a joystick is essential. 
Take a couple of games to 
learn how to get'thro 
certain catwalk formations. 
Don't move too violently, 
despite the collision 
detection routines it does 
take too much movement to 
get through the side to side 
catwalks. 
The End 

First of all when the 

tactical appears let go of the 
joystick so your cursor self 
centres. Then just move left 
to right to blow up the cubes 
and see one of the best 
graphical sequences ever. 
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TU 
TI 


BACK- 
PACKERS 


These hpswereslippedtous | 


by a spyin Fantasy Sotiware 
and are to be used in 


this issue. 
Use ot TNT 


TNT is used to gain access 


to keys that are diagonally 
below the brickwork when 
Treachingadeadend. 
Dilterent colours of TNT 
nave difierent values, the 
colgurto use depencis upor 
the thickness ofthe rovk. To 
use INT you must drop it 
into the cavity and walk 
completely off the brick 
work..The sereor will then 
ash blue, vou can then 
return to see if the valug.of 
the TNT was correct. | 


Use ot keys | | 
Keys are used to open 
doors, the correct colour ta. 


use depends onthecolour of | 
the ground workin which the | 
door lies; Tre colours are as | 


follows: 
Blue- thefs are two blue 
kovs one is ated herrinag 
| Green-five keys j 
fellow five keys 






























conjunction with the mapin 


di) si 
pe 


MONTY'S 
INNOCENT 


The amount of people that 
have ru na up to ask ifthey 

* were the first to complete 
Monty is Innocent has been 
tremendous and it wasn't 
much longer before the tips 
came flooding in either. So 
here are some ofthe tips we 
received for Monty is 
Innocent from Paul 
Blackburn of Newcastle- 
upon-Tyne. 


“Always have a gun, and if 
boseibia a potion before 
"Opening a door. This is 
because when you find 
stand many more monsters 


appear, 

After finding Monty leave 
' theroom wherethe cells are, 

then go down the tunnel. 
' Keep going left until you 
come to the ladder which 
goes up onto the grass, go 
+ da and you have rescued 


ty. 
Using these methods | 
' have rescued Monty in 2 
minutes and 44 seconds. 





the exit/entry key) 
| in some cases vou must 
have the correct yellow key 
to open a vellow door. The 
keys do look diierent. 


Use of Disks 

Disks are ussú to putinto 
the direction indicator so that 
one ofthe arrows lights up. 
This arrow points to the 


general direction of the-exit/ 


entry key, 


Use nf Crystals 

These are used to 
transport Ziggy from one 
area of the maze to another. 
| The colours areas follows: 

Magenta 1 

rellow 1 

Blue | 

Green 1 

The Backpack status 
Cisplays the current 
conditions of any creatures 
in the Backpack. The status 
changes from normal 
Hhrovah to Critical wher 
Ltggy has suffered many hits 
from aliens in the caverns 
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Booty is 6) 
ida 


EVEN DO ENCVys 


bulidid vou know there are | 


reatiy yo games in one. 
area this What you have to 
insertyour Currah o 
Microspeech before loading 
then load Boo?y asnormal, 


When ilhas lpaded insert the. 
Sound amplifiérwire into the 


EAR socket. Wait for the 
game to go imo derno mode: 


then press any key. You will 


now become adiver 
Swimining underneath tha 
boats and the idea of the 
do ne is to collect as many 
SA d5 you can. When your 
er goes down then swim to 
the surface to get some 
more. A. 

vehen this tip firstcame in] 
thought it might be another 
Lunar Jetman traiter but |'ve 
checkecit cut anc'itworks, lt 
was supplied by Toby 
Marlow of Desborough. 


ALIEN 8 


dtien & has caused a stir with 
a phi oking like 
5 butthere still 

hasn tbeen a lack of people 
prepared to give tips on it. 
The day after the game was 
released CRASH was 
inundated with callers 
offering maps for the game: 
There's a T-shirt for the first 
persôn to send in cheal 
routines (pokes etc, |). Any 
takers? 

These tips come ftom 
Adrian Coldough of Stafford, 


In certain rooms you will find 
a flashing object and some 
Irttle men, There are 24 of 
these rooms and 132 of 
these men called 
Cryonaughts. To activate a 
room you must find the 
object that is thesame as the 
one that is flashing (like the 


cauldron in Knight Lore) you 


then drop the object on top 
of the flashing one and you 
have activated the room, 
you can tell f you are 
successful because the room 
goes white. You have to do 


DN this 24 times to complete the 


game. 


ae for. 


BRIAN 
BLOODAXE 





s Brian Bloodaxeis a bit harder 
| thanthe average platform 
= game and things can be 


done that you wouldn't think 
could be done. So Wally 
Week [yet anúther 
imposter?) of Liverpool has 
sentin a letter detailing just a 


“"fewofthe oddities of this 


intriguing game from The 
dge. 


H is possible to get rid of 
meanies by jumping at them 
from underneath so they are 
spiked on your helmet. Take 
care doing this forifyou miss 
you could lose a lot of 
To raio ick 
o replenish energy p 
cold o the 


1p and drop repe 
Sino of lager found to the 

ight of the pool table. 

you have three objects 

you can make stair cases to 
get to higher doors by 

ropping one object, 
standing on top of it moving 
slightly then dropping 
another and so on, This is 
particularly useful in the 
room with the aeroplane. 





And now the moment you've all 
been waiting for, the first set of 
poke codes for dlien &as sentin | 
by K.R. Walker of Birmingham. | 
First type in this header: 


10 FOR N = 30000 TO 30028 

20 READ A: POKEN,A: NEXTN 
30 PRINT “START RECORDING 
AND PRESS ANY KEY" 

40 IF INKEYS = ““ THEN GOTO 
40 

90 RANDOMIZE USAR 30000 

bO DATA 221,33,60,117,17,17, 
0, 175, 205, 194,4, 201 

TO DATA 0, 65, 76, 73, 69, 78,32, 
32, 32, 32, 32, 141,5, 0, 128,36, 4 


RUN this and it should save to 
tape as a false header. Now play 
your M!rer &tape to just past the 
header signal. Load your false 
header then play the Alien & 
tape. When the OK message 
appears enter the following five 
pokes: 


PURE 24776, 120 
POKE 24777, 74 
POKE 24778, 108 
POKE 24779, 82 
POKE 24780, 140 


Interface 1 owners should add 

8 to the poke addresses eg 
POKE 24776 + 58, 120 etc. Ônce | 
all this has been done enter 
GOTO 0 restart the tape and the 
game should load as normal 
except for Infinite lives. I've 
checked allthis out and nt works 
perfecthy, so thank vou Mr K.R, 


Walker for such asplendid poke. 
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ST EVER MULTI-ROLE ARCADE ADVENTURE 


Includes Hit Single on reverse Everyone's A de performed sy Mike Berry 
Spectrum 48K £9.,95 E 
Commodore 64 £9.95 | | | 
Available shortly on Amstrad CPC 464 44 The Broadway, Bracknell, Berks. 0344 427317 
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“ALIEN 8” recommended retail price £9.95 inc VAT 
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHAS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU 
(P&P included) Tel: 0530 411485 
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Figures dn parcos dra to dest rot E pronto 
[-1) KNIGHT LORE Ultimate 

[--9) MATCH DAY Ocean 

t-2) UNDERWURLDE Ultimate 

(11) SKOOL DAZE Microsphere 

(-3) DOOMDARK'S REVENGE Beyond 
(-6) DTs DECATHLON Ocean 

[-8) STARSTRIKE realtime 

(-4) LORDS OF MIDNIGHT Beyond 
(27) AIRWOLF Elite 

10 (-5) SABREWULF Ultimate 












12 (10) PYJAMARAMA Mikro-Gen 
(-7) MONTY MOLE Gremilin Graphics 
16 (18) GHOSTBUSTERS Activision 
18 (77) ATIC ATAC Ultimate 


“20 (73) TIRNA NOG Gargoyle Games 





| (22) CYCLONE Vortex 
| 22 (15) BOOTY Firebird 
23 (49) KOKOTONI WILF Elite 
24 (19) MANIC MINER Software projects 
| 25 (15) JET SET WILLY Software Projects 
26 (28) AMERICAN FOOTBALL Argus Press Software 
| 27 (30) BEACH-HEAD US Gold 
28 [—) GIFT FROM THE GODS Ocean 
29 (—) ALIEN 8 Ultimate 
30 /—) KUNG FU Bug-Byte 
| The winner tor this month's Hotline Chart draw is Miss JL 


Wheeler, Wendover, Bucks, The four runners-up are; Jack Lock- 
erby, Aylesham, Kent; Michael Shotton, Womibourne; Wolver- 
dh a Jerry Elsmore, Croydon, Surrey; Kevin Bartlett 





68 CRASH April 1985 Spa Rigatts = 


' 
| 






































Fegunes in pdrentiesis indacuio Ins ementa puasdrien 
1 [--7) DOOMDARK'S REVENGE Beyond 

2 (-4) TIR NA NOG Gargoyle Games 

3 [-6) RUNES OF ZENDOS Dorcas 

4 [-2) OUT OF THE SHADOWS Myzar 

5 (-5) RETURN TO EDEN Level 9 

6 |[-7) SHERLOCK Melbourne House 

7 |-8) KENTILLA Micromega 

8 [-9) TOWER OF DESPAIR Games Workshop 
9 [--9) TWIN KINGDOM VALLEY Bug-Byte 

10 (75) THE HULK Adventure International 


12 (17) THE FINAL MISSION Incentive 
14 (23) FLIGHT FROM THE DARK Arrow Books 
16 [71) HAMPSTEAD Melbourne House 

18 /76) WAYDOR |.M.S 

20 (18) URBAN UPSTART Richard Shepherd 


21 (14) QUEST FOR THE HOLY GRAIL Dream 

22 |) SPIDERMAN Adventure International 

23 (24) COLOSSAL ADVENTURE Level 9 

24 (21) MESSAGE FROM ANDROMEDA Interceptor 
25 (19) ORACLE'S CAVE Dorcas 

26 [27] SHIP OF DOOM Artic 

27 (26) VELNOR'S LAIR Quicksilva 

28 [-—) LORDS OF MIDNIGHT Beyond 

29 (30) MOUNTAINS OF KET Incentive 

30 (28) GOLDEN APPLE Artic 
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hese are a couple 01 
advance tips for The Dragon 
Fore Ot Avalon given to me 
by Andrew Hewson to get 
people : started in this game. 
Sadi W [Blgafe(o TF, fore arrived too 
late for review but from what 
I've seen it looks every bitas 
good as Avalon if not better. 





Please ensure that you 
| print your full name and 
address at the top of the 

letter. Lots of people expect 

| me to be able to decipher an 


You must befriend the Elves 
ifyou want tô have a hope oí 
completing the game. Ônthe 
irst level find a Bow and 
Arrow and using the Servant 
spell give itto one ofthe 


e ap ep but total 
unreadable sm ure, and | 
am not a graphologist or 
ini they' re called! 







Freedom 


DN COLL ar THE HOP STELA ELE DIFF, FURMACLE 





LNPER E PE FURNRIE 

COMPILER WITH THE HELP 0F: 

HK. spt Lniiçno) CHESHIRE 
NO MANY CRASH RERPERS, 


B 
CLEO Daio JONES 
MPRSTONE , KENT 
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CLEAR RICD 


PORER GÊMERPMOR  PriyEr CHELES 


POR ITR EMERGE | qo 14 TRE SEMERRGE 







elves, you should receive à 
Sickle (or Seythe if you 
prefer) in return. With the 
sickle cut down the herb im 
one of the locations, this 
should give you an Ene rgise 
spell. Under a slabin the firs 
level there should be a jewel, 
trade this with an elífto get a 
message which gives a clue 
to what vou have to do later 
on in the game. Also on the 
first level there is a missile 
spell in the pool this is useful 
in the lost vaults. Take the 
message to the other stone 
slab on the first level using 
the servant spell and this 
should open upa 
passageway down to the 
nextlevel, the Lost Vaults. To 
get outofthe Lost Vaults you 
must collect the letters X, | 
andT place these on top of 
the letter E so asto spell EXIT 
and that takes you to another 
level, 

These tips should get you 
alistarted on Dragon force and 
here's a challengeto all 


people who can beai À valon 


SALICON GLUE SDRE 


BERMER. STORE 





— try and finish it by going 
through as few rooms as 
possible. Let me know how 
well you do. 


The Lloyd Mangram Hand 
Me Down typewriter (or is 
that writetyper?) has 
breathed its last and refuses 
to work for another month 
(just as well cause my 
fingers are worm out and Ive 
got a headache from looking 
at that darm monitor all day 
plus there is homework still 
to do) and | must say 
goodbye until next month 
(partings are such sad 
aftairs). Keep sending your 
tips in and maybe you will 
get a Crash T-Shirt. Write in 
to the usual address (which 
should be somewhere 
around here but i'm not sure 
where the Art department 
are going to stick itthis time). 


ROBIN CANDY, CRASH 

MAGAZINE, PO BOX 10, | 
LUDLOW, SHROPSHIRE 5Y8 | 
1DB. 
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Cock Up Corner 


This is a new addition to the 
Playing Tips section in which 
| try and rectify some of last 
month's cock ups. Lwill try 
not to make this a regular 
feature! First the Under- 
wuride pokes — instead of 
bothering with last month's 
pokes enter this instead, It 
was sent in by Chris Sunder- 
land ofInvernessanditgives 
infinite lives. 


10 LET S=0: RESTORE: FOR 
Z=1 TO 65: READ N: LET 
S=S+N: NEXT Z: IF 
S<>9205 THEN PRINT 
“ERROR”: 

20 CLEAR 64500: RESTORE 
30 FOR Z= 64507 TO 64554 
id N: POKE Z,N: NEXT 


50 FOR Z=23296 TO 23312 
60 READ N: POKE Z,N: NEXT 


Z | 
65 POKE 59375,0 


70 RANDOMIZE USR 64532 
80 PRINT “START 


CARTRRGE do CARTRIDGE cr 
nivel robpictaçd or WAPER ta WAFER 











“An ingenious piece of software. 
KTNNE. Fealures 
E "A valuabia utility for microdrive users. 


"HIGHLY pECOnigENDED! | 
NEW! Pa art) a rir uh auiomi us ab 
a aloça bos bo RUBRO nbs yr 
luding as Pi ja arts, te 
tasiest d di lastest im Us 





doçates, te q Lie la 






COÊSS rá tio, the 


The onhy fully automatic and professional utility 
tor transferring Spectrum programs from : 
[e FuRE to ERPTIDGE or 


pise tin to TAPE 
E 


ss... Performance” 


UNDERIWWVURLDE TAPE” 
90 LOAD 

100 DATA 243, 245, 58, 173. 
96, 254, 243, 32, 11,62,91, 
50, 173, 96, 175,50, 176, 96, 
231, 86, 241, “mg 2591,237, 
77, 243, 62, 251,1 :1,1,33,0, 
253, 229, 209, 19, 119, 232, 
176, 62, 253, 297,71, 237,94, 
251, 201 

TIO DATA 33,9,91, 34, 214, 
243, 195, 166, 243, 62, 116, 
50, 117, 144, 195, 242, 103 


Now for the infinite lives and 
infinite days on Knighilore 
correction sent in by Mr 
Jonathon Hatcher of 
Bournemouth, a T-Shirtison 
its way you. You don't need 
the now infamous 
INTERFACE ONE attached to 
the Spectrum to make it 
work, just do exactly as is 
written below and itwillwork 
(It's been fully tested by 
several members of staff — 















Sinclair Les 





STOP EM tape Plus a bonus: 


dd €1 overseas £2) 


A novelty maze amei à pu pro 
An extensive map, over 250 locations, full of Ieaturos and | 
ereaturos unseon as yet. Mew, funny, addictivo, compelting. ESTACA DO 





— O ip e e 


pa orders please paso send me(tick as applicable) WRIGGLER 


well me several times any- 
way). First enter this prog- 
ram then NEW it. 


5 CLEAR 64999 

10 FOR F= 65000 TO 65040: 
READ A: POKE FA: NEXT F 
100 DATA 1,172, 1, 17,48, 
242, 42,83, 92, 174, 18, 126, 
35, 19, 11,253, 111, 120, 177, 
253, 125, 32, 242, 62, 251,50, 
217, 243, 62, 207,50, 218, 
243, 62,61, 50, 48, 242, 195, 
166, 243 


Then enter the next 
program, save itwhen it 
prompts you to. Then NEW 
E. 


10 FOR F=40000 TO 40028: 
READ A: POKE FA: NEXT F 
20 PRINTH1 “START TAPE 
THEN PRESS ANY KEY”: 
PAUSE 0: RANDOMIZE USR 


40000 

100 DATA 221, 33, 76, 156, 
17, 17,0, 175, 205, 194, 4, 
201, 0, 67, 82, 65,67,75, 69, 
68, 73, 84, 33, 13,4,0, 128, 
217,3 


q and action. 


A SMASH ! 


“COMPLETE MUSIC SYSTEM 
FOR THE ZX SPECTRUM 
| A vary professional placa of programmina. per to um expaliemt | 
screen presentation error trapping amd bedpéiai prompts” 2X Compotimg 
“Extrermely user (rienche lets you gel started wsthei prenÃes. Crash 
“Tha motasioa has to be saem to be balepal” 
“Puts many expensive profesiona! gyateams 
“Expedia id 10 teaching tho basica Db mesh” Vifeiahe Aisorn? reset han Tha Lininmas 
“H you aro Inberomtad ir ImuBão did rir da comprada Eira entr 


INEMV SIPPLEMENT for OM 


Now play your Knighilore 
tape to just past the header 
signal. Now load the false 
header you have just saved 
to tape and put your Knight- 
lore tape back into the 
recorder and play it. When 
the OK message appears 
stop the tape and enter this 


oke:- 
POKE 23756,1 and delete line 
one. Repeat this procedure 
until there appears to be no 
line numbers or BASIC left. 
Now enter RANDOMIZE USR 
65000 and startthe Knight- 
lore tape again. When ithas 
loaded ignore the garbage 
message and enter these 
pokes:- 


POKE 53567,0 for infinite 
lives 

POKE 50206,0 for infinite 
days | 

Then type in RANDOMIZE 
USR 24832 and play the 
game. 
















toghbame” tm Gperirum 
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Dátá CONVERTER tó se masic 


TND DUYT Pegamos MICRODRIVER pis AT uma mibr nu 


TEF H992T Sr iJPi EE 


Microdrive ompatrhie 


Deliveries normally É 


pi ai a (o 


= —— — e O o e o——* TO —o——=— 





MUSIC TYPEWRITER £9.95 D MT Supplement 
TRANS-EXPRESS: part(2)0) or part (3) only 
ii ANS UR emecacenresr CATÉ BXPIMY eres: aus rtisontape  £9.95 D) orcartridge 
É NE O ras on tape £7.50 O or Rotronics wafer 
AP AR of TRANS-EXPRESS or MUSIC TYPEWRITER £ 3.50 LD 
. TRANS-EXPRESS upgrades from tape to cartridge  E6.950 


na orders 01-625 a463 5 CRI 
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CAN VC 
W(oito, VEGA'S SLI 


If you you are ul up to the challenge t then n there: s some je fun anc n and g 


Jarman, Newtown, 


Sabre Wulf 3,000,045 at 100% 
ed Star 8,710, jr nad 
m Capel with e he 
| Jason Smith, Preston, Lances, 


Ekool Umeo 16,500 
Harrier 


1% complete 
210 


| Cyclone 16,560 
| e ham (Poage) no) Dougine (15) 


jet Completed at BE% 
| marama 96% 
re Wulf 442,005 


Atic Atac Completed at 585,833 
Code Name Mat 1,080 
Chuckia Egg 129 235,520 
Death Chase 2514968 

À Jet Para 
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MICROMEGA, who have just 
released A DAY IN THE LIFE are 
currently constructing a special 
SLIME CHAMBER at a secret loc- 
ation in Greai Britain. This 
chamber will contain three 
Spectrums with all the add-ons 
a professional gamestar could 
want and will be used to deter- 
mine who is the king or queen of 
SLIME, 

There are two ways in which 


E, SAIS 
OTraL; E 


co ed 
+» completed 


Pyjamarama cor 
td 78, 
at 30% 

Pheenix 55,720 
CDS Pool 1,050 

Sabre nu 97,365 at 54% 
Pssst 72.5 

Micro Olympics 100m: 8. EM 
£00m: 16.18: 400m 37,6 
1500m: 188, 4: Disg.7 1. om; 
Harmmer:B6; 
102.35 
Lords of Midnight Completed 
after 29. day: 


Jeremy Burrows 115) Doncaster, 


S. Yorkshire 


SBm; :Javelin: 


you can win the chance to be 
taken into the SLIME CHAMBER 
for a play-off in the SLIME 
CHALLENGE: you can enter for 
the CODENAME MAT hi-score 
challenge or you can submit a 
written entry by answering two 
questions and completing a lim- 
erick. It's up to you. Three places 
in the SLIME CHALLENGE are 
up for grabs, one for the CODE- 
NAME MAT hi score winner and 


| DT's Decathlon day 1 310,136; 
Ih id 552, 109 
di ida completed 87º 
Benth Hesei Competed with 
128,326 


€ ps 7 a à supino user) 


pson Chertsey, Surrey 


Drs Decathlon day 1 204,524:; 
Ed 215,367 
re Wulf 210 Sblrat 93% 
Chuckie Egg Levei3Z at 218, Sao 
Craig Eamon Braintree, Essex 


Stop the Express 18,705 
stopped 3 times in a row, 

The Wild Bunch completed 92% 
Buggy Blast 18,750 

Skoo! Daze 19,480 

Double Trouble World saved 5 
times in a row 

Starstrike 980,760 es love 1 
James E Whalioy Preston, 


ei ir ND 


05,500 
Cyelone 10,255 couldn't getany 


further because his fuse blew 


ia Morris, ste of Wight. 


“two for the written entry win- 
ners. 

The three winners will be 
taken to the SLIME CHAMEER 
and made to play a brand new 
MICROMEGA game, which no- 
one outside MICROMEGA vil 
have seen or played — so it's 
game playing skill that will be 
tested, 

To enter the CODENAME 
MAT category, you'll need to 


Ghostbusters '490,200 
Sabre Wulf 2,035, 55 at 88% 
Passt 79,890 

Wanted! Monty Mole 10,655 
Lindsay Robertson (14), 
Aberdesn, Scotland. 


DT's Decathlon day 1 354930 
day 2 733,280 
Automania 21872, first car 2nd 


jap 

Hunchback 766,320 4 

Ezmeraldas 

Atic Atac 98% complete 

dead 88% complete 
Silverstone 

1:08:08; Paul Richard 1:22,38: 

Brands Hatch 1:1/7.76 

J.P Robinson, Seisdon, 

Wolverhampton. 


Beach Head 102800 
Zz00m 98760 
Hunchback 1,600,700 
Sabre Wulfcomp jete 


Martin Riby (15). Milford Haven. si 


Jetpac 3,560,250 
lan Howard( 14), Wollaton, 
Nottingham. 





) james coming your way — 


E 


send your hi-score on that game 
to the CODENAME MAT SLIME 
CHALLENGE at PO BOX 10, 
LUDLOW, SHROPSHIRE 5Y8 
1DB together with your name, 
address, phone number and the 
validating code for your claimed 
SCOTe. 

H you want to send in a 
written entry jon the back of a 
postcard or envelope) send it to 
SLIME CHALLENGE ANSWERS 


& AN leted 
o in'4 days gamie timê of 4 mins0s 


sECS 
Kwong Leung, Loughton, Essex 


Dark Star 40 planets and 13,680. 
in3h. 28mins. 

“Chuckie Egg 361,190 on L29 
Beach Hea 107, 800 completed 
Knight Lore 51% and five 


charms 
- Star é Strike 915,800 0nL5 
Skool Daze 14, 060 
Kevin McKeown, Co.Tyrone, 
Nlreland 


Chukie Egg 210,090 on L15 
í Jetpac around 1,000,000 

* Amt Attack 5 girls 
Stonkers completed 
Sabre Wulf Complete; 125,090 
with 76%. 
Psytrax 39% 
ei completed, 25,000 
at 

| Kung Fu Black belt 
Cavelon complete 
Atic Atac positicaio 88,000 at 
97% aÃ in St min 
Mark Lawiler (145), Solihull, 
West Midlands. 


Knight Lore 24% 

Underwurld 92% 

Kung Fu Black Belt 372 on L5 
Football Manager 5 top of 
division, 4 FA. Cup wins, overall 


) o 
À. Star Strike 587,065 
“Nicky Potter (13), Scarborough, 
| N.Yorks. 


Ant Atac 52,693 
Lunar Jetman261,550 
Underwuride completed 3 tst 
November: 
Knight Lore completed 27th 
Decemb A 
"DT 


5 it ça ain 136m; 


. “prada Hurdies 8.95; 100m 


at PO BOX 10, LUDLOW, 
SHROPSHIRE SY8 1DB, again 
giving your name, address and 
phone number. 

A DAY IN THE LIFE, Micro- 
mega's latest release, is a mukti- 
screen extravaganza dedicated 
to the man behindthe Spectrum 
(and a whole lot else). lt is your 
task to quide Clive on his 
journey to id alça Palace 
to receive his DCBE.. 


just read c on. 


Subinbar super-hero Clive's 
special day has amived — he is 
to be made a Dame Commander 
of the British Empire. He hates 
travelling to work but will will- 
ingly face its horrors today! He 
outwits the mechanised terrors 
of his home, getting his clothes 
and keys. He ignores all perils to 
grab a bite on the way to the 
station where, jostled by com- 
muters but neatly avoiding the 


RR —— — o —— mei — mi 


Bugaboo 59 seconds . 

The Hobbit completed 

Match Dad the FA.cup 
Pogo 104, 

Beach Head 143,400 

Bo Eos items of treasure 

Chu Egg 532,690 

deccêeçd Pilot 12 planes shot 

MYn 

Skool Daze 14,320 

Technician Ted 13 tasks 
“completed 7 

The Train Game 180 on levei 7 
Pinball Wizard 35,373 
Kokotoni Wilf completed 
Pheenix 78,235 

DT's Decathlon day 1 1,925,726; 
day 2 5/9,385 

Sean Rowe, Worthing, Sussex. 
Sean says his Mum did Oracies 
Cave by hersel! because she isa 
bitofa dragon 


Cookie 18,280 on level 12 
ac 138,050 
M.J.Hopwood Stevenage, 


DT's Decathlon day 1 479,650; 
ces dep dia 


gra Ei EMA S60 
Buliseye Done the computer 5 
legs to O 

Pool 1,350 frame 3 
visão bo 12% 


Stuart Munger, 


add aa West 
Midlands. 

Stuart's brother's six and half 
vear old friend has scored 
59,560 on Bear Bovver 


“Park Star Parana ih Odo 
jalis of Things 1910 


gde Completed in 4 


Plenatolds 144,000 with six 
ships left 
Sabre Wulfe completed 54% 
Atic Atac completed 
Underwuride completed 

'401,000 (about) 
Hu: completed 
Airwolf Got past first wall after 
ôóniy 30 minutes. 
DT's Decathlon broke my 
JEM comp after 8 days 

leted with the 'no 

monsters “poko 
Sabreman, Billericay, Essex. 


Ad Astra J54,690 
Amt Attack 184, 210 
Bugaboo 9 seconds 

a Wulf 2,545,980 98% 
complete 
Átic Attack 2min. 3506. 93% 
complete ; 
Automania 15,880 all 10 cars 
Harrier Attack 35,000 
3D Deathchase L44 509,896 
Skool Daze 5,420 
TLL 12,460. a 
Cyclone All crates and crvilians 
rescued 4 times, 
Factory Breackout 44,860 on 

aço 
es (Groovy) Auckland, 
Pig rd td Hants. 


DT's Decathlon Day 1 384,435 
Day 2 703,620 
Skoo! Daze 9,560 
Starstrike 193,600 
A Li tio Completed 

atch Point Beat the computer 
at all levels 
Kung Fu Blue belt but my friend 
Andy got a black belt on the Mh 
day. 
Soil Head completed with 
130,500 
Danger Mouse in DT Saved the 
das 8 times in a row (Thanks, 


Ghostpusters Completed with 
Neil Stewart (13), Stepps, 
Glasgow. 


| avoiding the o 


Pa 


DJ) 
[E 


O e 


staff, he uses the cash till and 


claims a stray brolly before 
leaping gallantly aboard the 
already departing 8.25. Help, no 
Financial times! Without com- 
ment he leaps out next stop to 
grab one before the train carries 
on... otherwise it's the dreaded 
Waiting Room for him. Into the 
city, and the bank, the pub and 
the restaurant all beckon. 
Coping with the indiflerent 
cashiers is easy — he serves 
himself. As for the pub, a quick 
pint and he's out (no Guinless 
wonder, is our Clive). Carlo's 
Bistro is a bit dodgy, what with 
the fuss over the wine, but he 
gets away into the Under- 


| ground and copes knowingly 
| with the usual tangle of corr- 


idors, officials and massed 
fellow-sufferers, and emerges 
a) the shops. His shoes dirtied, 
Clive impulse-buys a pair Her 


| Majesty would approve of [Eliz- 


abeth the First, that is). H's a 
hair-raising journey today, so 
C5h's ft's 
into the Barber's — the Lady Di 
look, please — er the 
Chemist' &... and still he is only 
part of the way towards Buck- 
ingham Palace. 


The winners of the written 
section of the SLIME 
CHALLENGE will have answer- 
ed the two following questions 
correctly and completed the 
limerick in the wittiest manner. 


1, When did sir Clive receive his 
knighthood? 


2, How many stations are there 
on the shortest journey from 
Liverpool Street to St James' 
Park [hint, look at the Under- 
ground Map appearing some- 
where else in this issue.) 


A day in the life with our Clive 
Is a struggle to keep him alive 
But he laughs at the malice 
And reaches the Palace 


ou face the SLIME 
CHALLENGE? Could you co 
with the FAME and ADULAT 

of having your picture a 
CRASH? Would your friends 
speak to you again if you were 


|| crowned MONARCH OF SLIME? 


Ear vou enter this competition, 
you creepy-crawly slimy 
toadies? Eh? 


pe 
*e APRIL vm 
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will be 35. 
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Phew! This must be the 


| noticed on reading the 
biggest set back for 


Feb | issue that there was a 
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review of Ghositbusters. CRASH since YOUR a To | 
“Ah Good, | thought, SPECTRUM came out! E Os TI OM 
because | had recently Gosharootie (as Loony 
acquired the game and would say), what can! Dear Lloyd, 
had found it highly say? Sorry? | still find the Lam writing to warn 
added together addictive and exciting. ame a bit lacking myself, readers of Atarisoft's Pole 
Roger Godirey (12), What horror then, when but then, "mnotaspecial | EekiaaaMaliTERo Eat 
Brighouse, W. Yorks to my amazement | found kind of person, and the should not be allowed to 
| it received 60% overall! CRASH team generally be sold. | just went out 
| think your review of White Dwarf, Liverpool! thought that while the and bought it, rushed 
Activiston's Ghostbusters CBM 64 version hometo loaditas | had 
is totally unfair. lf the Normally |, believing in succeeded because of the heard so much about it. | 
reviewers had bothered vour capabilities, will take music, the Spectrum was totally disgusted with 
| to play the game for long note of the score given by version failed because of t 
enough they would have CRASH, but after reading the poor sound (the tune Craig Crawford, 
found outthatyes the vour review and then was even fai, come on, Gracemount, Edinburgh 
game does crash ifthe playing the game | could acmit it). m convinced 
trap is fired on the road, not disagree more! How this game has done well Dear grovelling Lic 
butit is possible to take can you say it is boring? because the film was à Lam in disadi eeme! ta 
your men onto the "You haveto bealertin box office smash, but justone ofyourrev Fe 5 A 
pavement where ghosts | case Marshmallow Men then, we're all entitled to the Christmas issue, and 
can easily be caught or Slimers. our own opinions! that isthe one on Pole 
without the program | Thepart | disagree with Just to show how Position which | thought 
crashing. | think most was the way your opinions can differ, here's should have got at leasi 
Ghosthusters is very reviewers compared it another... SOS as it is pretty good. 
addictive and not boring with the Commodore 64 | Penfold, Appley bridge, 






or slow. 
Mark Atkin, 
Kirby-in-Ashfield, Notts 


version as if expecting an Nr Wigan, Lines 
equivalent game. We all 
know that the CBM 64 has 
better sound and 
graphics, so why 
compare? For those 
people who agree with 
me, here is an account 
number for 83,000. Type 
in the name HELLO and 
then 95766090. 

Stephen Davies, 
Chelmsford, Essex 












|“ Afriend of the previous 
E ai writer no doubt 













fhe CEM 64 has better 

| sound — no disagree- 
ment, but | wouldn't say it 
has better graphics, better 
sprites yes, but different 
graphics. Actually, the 
game on the Spectrum 




































should (because of 

increased memory) have nho play 
been tougher, longer or A ) pá rev very Ra to 
better to play than the EA em Dog agi : 
CBM 64 version. To those feias per ti 8 vou Fo 
complainers who felt the ti | Exa ) 
CRASH review team Ra Es 






failed to understand the 
game or played it 

a must tell 
vou that we were playing 
iton the Commodore as 
soon as that version 
arríveo, loved the music 






Lam writing to warn 
people that Ghosthbusters 
does NOT take Kempston 






% ( ROYALTIES 
WE SHARE THE 







joystick. | wasted time and but still found the PROFIT! 
money taking the game plavability op assa 
back to the shop a grand ie more. . 






TOP RETURNS FOR YOUR INVESTMENT 
IN PRODUCING TOP QUALITY GAMES 
FOR CBM, BBC, AMSTRAD, SINCLAIR, 


PHONE a a 
LTD 


(0734) 664646 NOW! 


ANT PRODUCT CONSIDERED IN STAICTEST CONFIDENCE 
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total of five times! [think 
that if the inlay of a game 
states that you can use a 
joystick, you should be 
able to. 50 now | am stuck 
| with a erapuy game that 








Who is to blame for this 
outrage? What kind of 
person could degrade a 
ame to such an extent? 
The review didn'teven 








does not take Kempston say that this game MAY 
joystick, appeal to a special kind of 
Gary Hedger, 








Heron: Mainly me! 
en Bentley (15), 
Woodley, Reading, Berks 


Walton-on-Thames, 
Surrey 
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Thank ii for. printing Eno od 


Tastiwo lefigrs.. 

| RS] iv MP! 
E concerning YAT on 
E reading misiter and 


pi f have made my vises, | 
ee bica a tha Chanentige 


| “enclote histerhy Tim sure E A 


vostibe plegsed to ses 
“his views, Also ie mpi? 

Eisateteriobim from. 

“Barbey Havhos,a 

E Treasu vy, Minister: |'m 

sure you find that. 

interesting: tdo. 


[have ESA na ú 


pbouiÇÃASH wieh. 
gughito be remeçied:: 
One e Angus: Ryaill arel 
te otheris Oliver Frey 

Angus Byail may E 
fine stratecist E 


eannottenl the truth im nie e 


articles (lirefério 
Sodinibl, thenheis as 
much use to CRASH. 
readers. ge a Spectrum. | 
| és ua An; Haia sy Jelly 
| BR doubra 


| Thank pet: ça 

E sending the two lenêro 

Nuvi: eli q vita below 
Ada: STvlio [eae oro 
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“ert Eae 
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Merry 0ESconpi o o Ma 
Camesward van Cu E 


helio ta Angus 
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e pet tur thio strepls e o) 

co SAM ANDY wfiether VAR | 
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dravinos. Aryreay pot 
car blame Mobi: Cantiy 
for suçh ilustratons . 


because he Ramais a 


(00, entyial gore. 
nyrray. here are the | 
Pao ietters James: 


” “atimns órel A 
ty E e VE 
| Jelly come to think erto Ep B 


peconvert fran his MP. Ra 
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conçêrmr ERR 
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XAVIOUR ll 


Dear Lloyd, 
the review. 


| fair | thought. atiour ) 


should be finished soon. 
It's a much better game. 
Here's a quick summary 


" offeatures (don't tell 


anyone | told you): 
256 Caverns (entirely 
unique 
Gar Passages 
Pad types 


at de or object 
adia definable 


ke 
pç takes to his 
GLOBE (he cangetin or 


| out, jump and walk) to 


travel th rough the 
caverns to retrieve all that 
is his people's culture. 
Keys open chests, nets 
capture creatures, Ida tete 
objects replenish/deple 
his strength. The 
passages are full of flame 
ushers eis fabtaçh 
droppers, tim eing 
needed to n ud 


them. Real conditions for 


movement are used, 


sgesiçã NEVARK. NOTIS, To. 0634 70520 
Spectrumi4BK Amos. 


Rush mo Ino one o: my CSA 





enabling omni-directional 
movement (not just 8 
way), ie acceleration, 
momentum, friction and 
gravity. So lhope this gets 


| me closer to getting a 
| CRASH 


ameto be a 


SMASH. 


I've written a short 
ame which isto be 
ba on LBC's 
se mputer Remo slot a ; 

ad ays at 3.30pm. Soi 
you want a free 100% 
machine code game, tune 
in (if you can pick the 
station up). 

AA, the way, the Jetman 

POKEs are not my fault, 
Robin Candy left bits out. 
| m Innocenti 


- and after that short 
commercial break, we 
return you to the 
Programme... 

And after news of new 
games, news of new 
magazines has been 
causing uncertainty in 
tia parts ofthe land... 


A 














Dear Lloyd, | 
lhave a complaint to 
make; four magazine. 


biack-and-wihi 


withoutit; second, | 
si da a | 


GARBAGE 


Dear Trash, or is it Crash? 
Fay attention and allow me 
to educate you. Please tell 
your reviewers not to make 
comparisons between 
Commodore and Spectrum 
games because vou know as 
well as [that the Commodore 
64 is clearly in a different 
| league and is superior to the 
Spectrum in every way. This, 
as we all know, is proved 
when it comes to comparing 
Ghosthusters for example, 
as one reviewer did in the 
Feb issue. You would be 
NA ab for thinking that he 
hadn't seen the Commodore 
version when he wrote it, to 
quote one of the poor jealous 
fool's lines; “| take the 
pleasure to say that the 
raphics are no different on 
the Spectrum version 
whatsgever.' 
How did he get away with 
a lie like that? Hhe had been 
even the slightest bit 
unbiased he would have said 
something like: 
Ee al version: 
uperb arcade qualit 
Smoothness, Sou ri 
better than the record, 
overall 10/10... 
“Spectrum version: gaudy 
litile graphics, poxy sound, 








and excuse me while | laugh 
my headof.' 

o take heed all you silly 
litile pirates who call 
yourselves Spectrum 


| owners. Don teven try to 
| -criticise the Commodore 64, 


you will just embarass 
yourselves, and if you need 


| to be jealous of another 


computer try one that's 
closer matched to your own 
— the Jupiter Ace for 


| example, 


S0 try to muster some 
respect for the 64 and allit's 
done for computer | 
entertainment as we know it, 
| hope you Spectrum owners 
have learned something 
from this letter. 

Mark Roberts, Ealing, 
London 


Um tempted to give the 
address in full! Better not, 
anyway it's probably not the 
right one. Well, you little 
piece of ir grta ted and voided 
cow food, | don 'treally think | 
have to say very muchto this 
load of garbage as l'm sure 
pienty of CRASH readers will 
do that for me. But | will say 
that your last remark is 
strictly inaccurate as far as 
this country is concerned. ft 
is definitely the Spectrum 
that has done the most for 
games entertainment and 
e 64 that has followed. 


SPECTRUM 


TIP 


(Miss | raça 
UBal | PEV J, 


Please could you publish this | 
|| another consider buying one 
| ofthese packages and, as 


letter for people who get 
infuriated when they are 
tvping Ina complicated 
program and then look back 
several lines only to discover 
that a couple of important 
letters are missim q. Pol 
Essed them all right, but 
too light y. 
swer to all this is a 
|, 50 thát each time you 


Ess a key correctly, the 


y pe: 
POKE 23609,99 (Enter) 
To getrid of the 'beep'. type: 
POKE 23609,9 (Enter) 
Charles Marshall, Tansley, 
Nr Matlock, Derbyshire 





AN OMISSION 


Dear Lloyd, 
Emwriting to you because of 
what | think is an important 
omission in yourcoverage of 
spectrum software. Thisisin 
the coverage of serious soft- 
ware and programming 
utilities, eg Compilers and 
Assemblers. | have every 
issue of CRASH bar the first 
but | can only find four or five 
such reviews and most of 
these were written by 
entrants to vour reviewers' 
competition, the notable 
exceptions being the 
excellent reviews of White 
Lightning and Hisoft's 

trakit. Let me hasten to add 
that this Is not a deficiency in 
our literary diet that is solely 
confined to CRASH; all . 
magazines, including YOUR 


| lacking in this department. 


| team of young reviewers 


has reviewed other software 


| much to ask for. 


| your not inconsiderable 


“| much needed increase in 








SPECTRUM which claims to : 
be for the more serious IH 
Spectrum user, are sadly 


| am sure that a fairly large | 
pes ofsofiware 
buyers at some time or 


almost all of this type of 
software is expensive, help 
is usually needed, 

| understand that your 


may not be able to whip up 
the enthusiasm to review 
anything that does not entail 
blasting little green aliens to 
bits, but Roger Kean himself 


that fer fallen into this other | 
type ofcate E 

n fact | uu maybe a 
couple of pages each month | 
for such reviews, indeed, 
when ju consider that the 
Hall of Slime has a page to 
itself then it doesn't seem 


So Lloyd, let's see you use 


influence to push for more 
reviews of the thinking 
man's type of software. You 
never know, such a revel- 
ation might even lead tô a 


o salary. 
ark Bilton, Gateshead, 
Tyne & Wear 


Flattery will get you every- 
where! Take a look at this 
issue and you will see I've 
already done it for you! Tech | * 
Niche will be a regular clump 
of pages devoted to more 
serious programs and 
relevant hardware as well 
Some things lined up for 
future issues include 

A ssormbICE MES, 
Compilers, Modems and 
Gumby learns machine code 
stovoowly. ["mnot sure who 
the hell Gumby is, but that's 
what it says on the editorial 
production board anyway). 
And as for "Your Spectrum”, 
isn'tit simply just lacking? 
NO, Fm sorry, Inever said 
that. 

LM 





n$/4= 
FUZED 


DEFUZED 
CONFUZED 
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3| Rollin 








BOPAS YOU 
| ZAP 


Dear Lloyd, 
Resdina John Tapper's 
comments several issues 
back about having loud 
music playing whilst you 
assault your Spectrum, 
set me and my friend to 
thinking, and the results 
of all that cogitation and 
burnt wood is the 
following list. Here it is, 
Volume L of Bop as you 
Zap' from Kan'ttel 
Records: 
Sabre Wulf 
Born to 
Steppenwolf 


be  wild/ 


Bark at the moon/Ozzie 
Osboume. 
| Deita Wing 

“Shot down in flames/ 
| ACDE 


Hunch Back 

Hell's Bells/ACDC 
Skool Daze 

Problem e ota 


H Thi 

| Shapes pe “Thingo/ 
Yardbirds 

Manic Miner 

Going  Underground/ 

| The Jam 

| D.T. Decathlon 

Born to run/Bruce 

Springsteen 

Jumping Jack 

Jumping Jack Flash/ 

Stones 

Lords of Midnight 

Riders on the Storm/ 

The Doors 

Molar Maul 

| Massachusetts/The 
Bee Gees (geddit?) 

Lunar Jetman 

Dark Side of the Moon/ 
Pink Floyd 

| Night Gunner 

Bomber/Motorhead 


Automania 
Ca star! Numan 


sorry about all the Heavy 
Metal, but he did say 
LOUD music. 

J. Kimmons, Croydon, 


When playing any pra 
like Antics, Monty Mole, 
Mutant Sheep Pam It out 
With Acid Camels at the 
Dawn of Time etc, | find 
any track from Animals" 
by Pink Floyd can be 
helpful, although 
depending on your frame 
of mind at the time, the 
Smiths' 'Meat is Murder' 
might be more 


+ bica 
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pen CRASH, | E 
Two times | have written tó 
For the greed of software, r 
The létiers haven't hes 
But with this poer | might just segre, 


Ent ção a 
“Sabre Wulf com pletor vas da my A 


Foliowed by. plavina tips to make people. better. 


o Tiuis time | write with a bit of Craze, 


Fór | have been moved up a yvearin Skosl Dare. 
Perhaps somebody somewhere has ten Skool, 


Their daze are over and Em a fool. : 
AticAtac also have: just completed, 


N 


Infinite lives poke Lhad putin; 


With the aid of your map! stil] cheated). 


“The poke was the only way | “eoule vin. 
» CRASHis the bestmagazine by far. 
e  Therevigws are excellent dy really are). 


“e 
nd 
Far 


na 


| could go ob forever about your good side, 
But iherê are thousands (I've never led). 
TF again this letter isn tprinted Very, 


+"*- Andnever again buy CRASH (that'sa lie). 


al 6 


IF itis, couid | have Alien B and Findets Keopers, 


Don'tforget to print it, or for me ltsmebpets, 
Martin Clark, Leeds, Yorkshire. 


Ir sê ve Alen Sand Finders Keepers, 
Pol bo for the high jumo and peindow lEapers, 
Forinonty ailowed Eleto award 
To one letter per month in accord 
Rtthlaws favil vlpivri to be seg 
ER e n by His Eminence RM Kean 


[o PD. Vololo]U/ Ea 


Lioyvã Mangram 
e been reading CRASH 
: sersion. the 
Riu latão dp Much 
BIVETS GIVING bl Re 
9pinions — this th So | has a small 
E very good because one cake r ha opy ot the 
reviewer only Re s ONE view, [ and fin tt fun? to play 
1 k pon one wants a sum of 
out to CRA: SH readers the vin IT 
the mistakes in CRAS ast ET 
etakes | ana aCCOuI | 26027 7404 
Daryl No, 2900 Hellerup, 
Denmark 


LHE LOM PAD DTE 
- Wi Er L a a na E 
have thre e revil ve aliKnmovy 


SEPARATE c 
Would als 


O 1y tvpina r 
NOT spe lina q mistakes. 
PVhat mi: takes 2) 
Viy cousin has just bee 
introduced to the & tia 
and ever since reading 
CRASH has decided to buv 
one 
Youi tips Ra 15 000d 
Pabst | JETM d hilarious! opir [Or 
he aa s are CRER but you AP, AR T; from thi 
o! int HINOS ad ara 
withanythinc Dag 
Ip ato utthe other 
My dar E 
ana, when 
A KI vvatywvoular t 
would like to et 
fatia erona note Pri 
review of 6 tors. 
thought Hvas mo st urnfair as 


the reviewers corm pared jtto 


there was very til 
HH erene! 

EE “OF 
joat in det Set Wi! 
VV | Sail to + an Is 


[ E tu f ' É 


ara d a 


utthe 


NO CODES. . ? 


Dear Lloyd, 
Recently | received a copy of 
Hewson's Avalon. | 
(Previously | had one but my | 
tape recorder got hungry 
and chewed it up). When | 
ot the new one home | 
oaded it expecting itto ask - 
for the usual codes, but it 
didn't. Instead itwent 
straight into the game asking 
what method of contro! | 
wanted. Could you please 
tell me ifthis is a unique 





| copy? 


Darren Dalton, Luton, Beds. 


Sounds fairly unique. | 
wonder whetherthe cassette 


| contained the pale blue code 


sheet? lt is possible that this 
is an early or pre-production 
copy which you have 
happened on by some error; 
or perhaps it might be a 
commercially pirated 
version. The real people to 
ask are at Hewson 
Consultants themselves. 
They may well be interested 
ri about it, | 








j F d'! 1 
| , 


Dear CRASH, 
lLonce read in Derek 


| Brewster's Adventure bit 


that someone sent in their 
ideas as to the perfect 
adventure. So in return, | 
have written outwhat makes 
the perfect arcade game. 
PRESENTATION 

The graphics must be good 
in the sense that vou can 
recognise what an object is, 
ig inÃrcadia lhaven't the 
foggiest idea of what the 
aliens are, whereas in 
Pheenix the aliens are 
definitely birds. 

The sound must add to the 
game. A tune is not always 
wonderful and sometimes 
slows the game down like in 


| Booty. Ultimate's games 


| have never used tunes but 


they have nearly continuous 
sound because they use it for 
footsteps, aliens appearing 


| etc. lfa tune is used it must 


have an on/off switch. 

The inlay cardshould have 
an Eye-catching cover, 
screen shots from the game 
and a humourous storyline, 
Fantasy is a good example of 
the last point. 

the game isjusta plain | 


| “arcade” game, ie mindless 


e 


| Such, Dark 


zapping, rescuing girlfriends 
or eating cherries, then the 
inlay should explain the 
game in every detail. If the 
game is an  arcade/ 
adventure like Ati Atac, then 
the inlay should give nothing 
away. Itshould just explain 
your quest and leave you to 
solve the problems. In the 


case of Ultimate, they have |. 


taken this one step further by 
giving you your quest 
fe sie with rhymes. 
he game should provide 
à demo mode”. there are 2 
types; the “attract' demo, 
which shows all the screens, | 
orthe game inaction' demo, 
which shows some of the 
screens with the hero in 
action. In my opinion, the 
latter is the best, just 
because it gives an idea of 
what to expect AND shows 
how you” actually fare 
against it. 
USER FRIENDLINESS 
The game mustbe extremely 
user-friendly. ltmust have 
user-definable keys (this is 
something that Ultimate still 
have to learn), plenty of 
joystick options and a good 
option is where you can 
change e gana slightly, As 
tar, Match Day 
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| and Penetrator are the only 

| ones like this that | know of. 
This is not a necessity but if 
there is any memory left it 
should be thought of, 

Now we come to what call 
| the Oh ****I nartofthe 
| game. This is where yours 


| trulyisonthe lastscreenofa 


game with one life left to go. 
he palms are sweating, the 
heart is beating faster... and 
| lose my last life. This cause 
me to cry out in the above- 
mentioned fashion. | realise 
that | will have to start all 
Over again and as ittook me 
three hours lasttime to get 
there, | pull the plug, There 
are three ways to cure this 


| type ofmental breakdown... 


THE SAVE FACILITY 

This allows you to SAVE the 
details of where you are, 
what you are carrying, how 
many lives you have left, etc, 


| onto tape (rather like an 


adventure). Only one game | 
know ofdoes this — Strange- 
lo9p. Full marks to Virgin, 
even though the game is 
| unplayable, .., 
THE ENTRY MODE 
This is where each level of 
the game has an entry code. 
When you begin a new level 
you are asked which level 
| you wantto start at, and if 
you can enter the level entry 
code correctly then you are 
allowed to play on that level. 
This gets rid of the tedious 
“startto finish' route which 
most games use, There are 


EXB1 — People who wish 
they had a proper computer. 
EX Spectrum — The working 
class fella or lass who knows 
they ve got a proper 
computer 
Vic 20 — People who 
couldn't buy a good value for 
money computer to save 
therr lives. 
Electron — Snobs who wish 
they had enough money to 
EMA 

CBM64 — People who get 
iosttrying to fathom out 
Elephant's brain 
BBC — Snobs who have the 


“Li 
Ea 


money but notthe brainsto 
buy an expensive computer. 
Amstrad — People with 
good eyesight (cos the 
writing's green on green). 
Fhank vou Penfold! 
Hurst from Upper C 
Wrortr, Near Hudde 
vvra Fi t ç Ê O kn Ó RA rh v 4 
advertised Alien 8 so in 
advance of its release, and 
wrry the people in Yorkshire 


Neil 


umber 


) J f | ! F , fo, É Ê = 


| havea reasonable price, for 








F 


some disadvantages with 
this system, however, some 
magazines (mentioning no 
names but one of them | 
rhymes with “Smash') print 
these codes and nerds like 
myself can jump straight in 
at level 8 and notevenlookat 
the previous levels, (IL still 
can't complete level 1 of 
Wheelie yet, but I've played 
| 








on allthe other levels... 
THE TRAINING MODE 

This is the worst of the three, 
but it is still good at that. The 
ideal Training Mode should 
onhy let you play one screen 
at a time and with a few 


| things missing to make the 


actual game that bit harder. 
Turmoif's trainer is very 
good in that itwon't let you 
score but does take away 
lives if you get killed. 

Youcan tell these methods 
work well by the fact that | 
am now ****ad off with 
Kokotoni Wilf (because | get 
to the last level with one life 
left and get killed off very 
quickly), but | still play 
Wheelie. 

The game must be easy to 
start with. This is to give you 
time to “get the feel' of 
controlling '“you' and how 
the nasties work. But it must 
get harder as the game nears 
the end. This may sound 
obvious but itis surprising 
how many games take hours 
to get off the first level/ 


| SCTBBM. 


Finally, the game must 


ent on salte in london 
before he coulo finditincallv 
Vel! can ttell vou anvthi 
about Elt 

EA ta RS 


Knom tdo kn O 


EvÊ Pvvvi IE ro: Fou SA É Lú Fe) 
up the cudgels with your 
shops, Veil 

Vince Kelly from Boate, 
Merseyside writes to praise 
CRASH MailO 


iOCal 


Es 
Fis É 


e A [es Pl 
FEACH 
roer tem ordered The 


F a ro FE E “e 
LP F, Í Fr f DES tas ij E Ss z [ Fi É Z 


ed to dock 50p of 


Second CUESTOr) Is. does this 
inciude É 
answer |s 

Order doe: 

1" the way ot hardware. The 


FI mim é : Ema plo 
Er E) FÊ. LO ! =: 7 | qu 1] | E Fr É! , b =. 


dware? And that 
O. CRASH Mail 
not handle much 
farm 
OM 15 Deca Use the cost of 
stage is far 
er than ti Hiwore 


ASH Mail € 


packaging and pr 
ET) & 
ari 


works on a post-included 
| 


basis, so hardware would 


Rol De very economica! 


“a 





| 


while was willing to pay £10 
for Knight Lore, | am not 


| prepared to be ripped off by 


paxina £10 for Underwuride 
Jeff Herbert, Alvechurch, 
Wores. 


Thanks for the ideas, Jeff | 
have to ado thatit's a pity l 
couldn't print your actual 
letter, because itwas beaui- 
iully written in large-size 
Gothic script, and proved 
Ssurprisingly easy to type in 
on my 1876 Hermes 
hammenwriter. lhave the 
feeling there are actually 
more games than you 
mention which have some 
form of plyerdetinanio 
design feature, Omega Run 
by CRL for one, Soft Proj's 
Lode Runner foranother. As 
you say, some points might 
seem very obvious, but | 
agree that there are loads of 
games that fail to get some 
pl io points anyway. 


Well that's about it for the 
main letters. Just a few 
points at the end. [have 
already printed a snippet 
from Penfold's letter on Pole 
Position, but he added 
another dimension to the 
What computer people are' 
prece | printed recently, and! 
quote it here, for what it's | 
worth! | 





Manu facturors con aftoro to 


do this, O] 


se, DECAUSE 
iney aren t paving anythina 
| É h E I É AF F RF, Ê E La ie É ) F | l 7 E a y f F Ê = Í 


CRASH Mail order wou! 


Ore very much longer 

Finally, Neil Durrant savs 
he 15 looking fora penfriend 
who also owns a Spectrum 
Neil is 13 and has owned his 
spectrum fór two years and 
has a wide range of sofhware. 
He 15 also beginning to learm 
machine code. lfanyvone 
would like to become a 
penfriend of Neil's, here is 
hisaddress: Neil Durrant, 7 
Broomshaw Road, Barming, 
Maidstone, Kent ME 16 9HS, 


Letters to the CRASH 
FORUM should be 
addressed to: LLOYD 
MANGRAM, CRASH 
MAGAZINE, PO BOX 10, 
LUDLOW, SHROPSHIRE SY8 
1DB. 





CRL SOFTWARE PRESENT 


RICHARD O BRIEN'S 


CRL House, 9 Kings Yard, Carpenters Road, London E15 2HD. Tel: 01-533 2918 
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But a new horror game from CRL | | willhelp take the sting out of the 


effort. Just dance the TIME WARP ' 


“to Transylvania and get it on witl 


this competition for the ROCKY HORROR Computer game. 


Don't Dream it, Play it'is CRL's 
slogan for their Spectrum version 
of Richard O'Brien's Rocky Horror 
Show — the hit seventies stage 
musical which is still going on tour 
today. The Rocky Horror Show 
(also a film The Rocky Horror 
Picture Show] tells the eventful 
story of Janet Weiss and Brad 
Majors, a couple of innocent 
American teenagers who stumble 
across a strange castle on a dark, 
rainy and thundery night, little 


knowing what is in store for them. 
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Guaranteed to be the only non- 
sexist program available in 'Hot 
Patootievision', THE ROCKY 
HORROR SHOW from what we've 
seen so far looks set to capture all 
the fun of the original stage 
version with a few twists, turns 
and surprises held in store. 


Hetailing at £8.95, the package 
containing the cassette will 
include an A3 poster and a window 
sticker to help get you inthe mood 
for the entertainment that lies in 


store. By entering this competition 
you could be one of the first people 
to savour the full flavour of the 
ROCKY HORROR SHOW in the 
comfort of your own home and on 
top of that you might be lucky 
enough to get allthe hints and 
playing tips you need because the 
first prize is a copy of the game 
and a video ofthe ROCKY HORROR 
PICTURE SHOW, plus the British 
Original Cast Soundtrack album 
and a Rocky Horror Show T-shirt 
to wear while watching, listening 





or playing. 

Second prize is the game, 
soundtrack album and T-shirt; 
while the third prize is the game 
and T-shirt with ten runners-up 
gach getting a copy of the game. 


To enter you'll need to find the 
listed words in the WORDSQUARE 
printed here, and complete the tie 
breaker question, 'Frankie says it 
isn t easy to have a........... (Frank 
nº Furter that is, not the 
Hollywood-bound mob)! 


Entries to read THE ROCKY 
HORROR COMPETITION, 
CRASH MAGAZINE, PO BOX 
10, LUDLOW, SHROPSHIRE 
SY8 1DB,toarrive by first poston 
April 25th, either on the entry form 
provided here or on a photocopy if 
you don t want to damage the 
magazine. 


ROCKY HORROR ENTRY FORM 
Find the following words in the WORDSQUARE and 


| ring them. The words may be upright, horizontal, 


diagonal or even backwards: TRANSYLVANIA 
DECADENCE ROCKYHORRORSHOW EDDIE 
RICHARDOBRIEN MAGENTA BRAD RIFFRAFF 
SUSPENDERS FRANKIE COLUMBIA JANET 


L nd 


to AO EULClCrT TM 
moldzEmraszemIiIs<«Cemom+ 
GI-M KH PP PeNQOMTPMUCLtrOR 

Lis.” DEmMNmnAIZzZODE 
DONDE ZODEPFHxNEDE TA K 
TExXx4IDOXxXLOME SDL 

sDOlUu ZE SST TAM=,)/4CDOMm 
NurorxooOr anamonna lr 


Complete the following phrase: 
Frankie says, it isn't easy to have a 


Name 
Address 


Postcode 
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over£100 million. His name is emblazoned on the covers ofover 5,000,000 computers which 
have been sold all over the world, and he has the majority holdin in Sinclair Research, now 
the top volume microcomputer company in the world. Every other home computer sold in the 








and the machines from which millions draw 


inclair” has become a 





household name 
woridaide through 
the ZX80, the first 
affordable home 


computer, the ZX81 and af 
course the ZX Spectrum — 
without which CRASH anda vast 
software industry wouldn't have 
come into being. And Sir Clive 
himself is now regarded as 
something of a guru — not just 
because he can be looked upon 
as the founding father of home 
computing in this country, but 
as a result of his entrepreneurial 
skilis and his dedication to inno- 
vation. Sir Clive has described 
his business as being 'in cons- 
umer products that are basically 
electrical — one per person 
products"; and the jump from 
computers to electric vehicles, 
seen in this light, is not so 
amazing. 

Sir Clive Sinclair is now 
almost a figure of popular myth 
and has been referred to as 
“Uncle Clive” by the press for 
neariy a decade. He is to comp- 
uters and electronic wizardry 
what Sir Freddie Laker was to air 
travel — the man who brought 
seemingly unattainable goods 
and services within the price 
range of everyone. Laker's air- 
line crashed spectacularly a few 
years ago, and out of the public 
eye, Sir Freddie is almost for- 
gotten. But Sir Clive remains in a 
strong commercial position 
although his image as a white 
entrepreneurial knight has been 
tarnished on occastons. He may 
want to forget such fiascos as 
the late delivery of OLs, which 
led him to being pilloried by 
journalists in the computer 
press, orBarlier, the serious fin- 
ancial É rsbisriagaa caused by his 
Black t in the mid- 
resulted in 


atch pró! 


seventies which 
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nited Kingdom is a Sinclair. We begin a four-part series which examines the man, the dream 


pleasure every day. 





losses of over £350,000 and led 
to him looking for outside fund- 
ing to continue with his pocket 

project. But so far, he has 
always managed to have the last 
laugh, never so much so than at 
the expense of his 'arch-rival' 
and ex-colleague in calculator 


- designing days, Chris Curry. 


Curry, who founded Acorn and 
secured the contract to make the 
BBC computer, recently referred 
to allegations of extraordinarily 
high rates of returm on Spec- 
trums, which led to a dust-up in 
a London wine bar where the 
two tycoons slugged it out with 
rolled newspapers. But just after 
Christmas Curry found himself 
atthe heim of a sinking ship. 

“Em not interested in business 
just for the sake of making à 
produ any product, said Sine- 
air during an interview in 1982. 
“The only point is to make some- 
thing that people like and want, 
and which is therefore succes- 
sful, The excitement is the res- 
ponse of the people.' 





INTO RADIONICS 


From the earliest days, Clive 
Sinclair has done business 
through mail order and from the 
start he offered an unconditional 
money-back guarantee to his 
customers — before it became a 
legal requirement. Sinclair prod- 
ucts aré generally made using 
sub-contractors, freeing the 
core oftalent behind the Sinclair 
organisation to dream up new 
products and designs, but it also 
means that quality control has 
taken a while to stabilise at the 
outset of each product. Never- 
theless, the Sinclair name has 
attracted a large following of 
guinea pigs, eager to be the first 
to own the latest piece of hard- 










ware first, even ifit does mean 
putting up with a few testhing 
problems. 

In less than thirty years Clive 
Sinclair has progressed from 
school-leaver with few formal 
qualifications to multi-million- 
aire, electronics tycoon. How did 
he do it? 

While he was still at school, in 
London, he became interested 
in mathematics, still his first 
love, and physics. At that time 
the electronics industry was 
beginning to make semi 
conductors available to the pub- 
hc and he becameinvolved in 
electronics at a time when new 
developments were being made 
in the field almost daily. At 
school he tinkered with radios 
while his chums just listened to 
them. He began writing articles 
on the subject, and when he was 
17 Clive Sinclair decided that a 
university course in electronics 
could not teach him the sort of 
things he wanted to know at the 
rate he wanted to learn. 

In 1957, deciding that he 
would rather start a business 
than continue his formal educ- 
ation, the young school-leaver 
became a technical journalist, 
working for Barnes Publications 
for whom he wrote a series of 
small books for the hobbyist — 
learning far more in the process 
of writing them than any of his 
readers could hope to gain from 
reading them. 

He an his commercial 
career by sena transistors 
which he bought from Plessey, 
who had rejected them because 
the didn't meet exacting spec- 
ifications. He tested these rejec- 
ted components and re-sold the 
satisfactory ones by mail order 
from his room in Istington — 
apparently there came a time 
when his landiady and he parted 


Nineteen eighty tive is Sir Clive Sinclair's forty fifth vear. and sees him personally worth well 








company. She didn't mind let- 
ting a room to a journalist, but as 
business premises.,.. 

The he found financial back- 
ing to start making pocket radios 
to his own design, and left 
BarnesHis backer lost heart, pull- 
ing out, and for a while he 
worked as a freelance technical 
journalist trying to raise the 
money to launch his idea as 
products. After some months, 
with resources depleted, he 
sought a full-time employment 
once more, and was snapped up 
by United Trade Press as Assist- 
ant Editor of Electronic 
Components. His knowledge 
and understanding of electron- 
ics had a marked effect on the 
magazine's  circulation and 
advertising revenue. 

From the start Clive Sinclair's 
colleagues had been impressed 
by his incredible calm maturity, 
and he was liked and respected. 
enormousby. He worked on his 
aim of selling mail order radios 
in his spare time, and when he 
gave in his notice, announcing 
that he was going off to start a 
business, United Trade Press 
was very sorry to be losing him. 
So they came to anarrangement 
a! which he was allowed the use 
of a vacant office on the third 
floor of the building without 
charge in return for further artic- 
les for the magazine. For a few 
months this arrangement help- 
ed Clive Sinclair find his feet in 
the mail order market, supplying 
radio kits, but then the office 
became too small for the head of 
the rapidly growing Sinclair 
Radionics, and Clive Sinclair 
ceased to be a journalist and 
became a full time business- 
man. “The Slimiline” was Sin- 
clairs first radio kit but he 
Dipo followed it up with a tiny 

I 


amplifier module. 















The business, founded on 
mail order, expanded and began 
to take on staff. Sinclair advert- 
isements have maintained a 
continuous presence since 1962, 
when the radio kits were 
launched, and at the time were 
innovative in themselves. “The 
first advertisement that | ever 
took was much bigger than the 
usual advertisement in that sort 
hobbies magazine. | didn't have 
the money to pay for it even, but 
| did it on the grounds that it 
would breed confidence. No- 
body had ever taken a half page 
before, and it worked.' 


In the inning products ! 
were designed by Clive Sinclair 
himself. The range | included 


an amplifier which has become 
known as “the biscuit tin ampli- 
figr'. The X10 and X20 tended to 
radiate which was a bitofa prob- 
lem unless they were shielded 
— and a biscuit tin was ideal for 
the purpose, 


CAMBRIDGE AND 
CALCULATORS 





In 1967 the growing Sinclair bus- 
iness empire moved to Cam- 
bridge, where it has been ever 
since, shortly after producing 
the 2-12, a tiny hi-fiamplifierand 
pre-amp. Soon a turnover of 
£100,000 had been achieved — 
no mean feat in five years, 
largely funded on the electr- 
onics hobbyist market. 

Sinclair was also active in the 
electronics instrument field, 
launching the DM2 multimeter 
in the early seventies and 
becoming the largest manufact- 
urer of digital multimeters in 
Europe in little more than five 


years. 

He broke away from the 
hobbyist and hi-fimarket in 1972 
with the launch of a single chip 
calculator which was born after 
six months research, and was 

ket-sized as opposed to hand 
eld. Using the same PMOS chip 
as the American hand held cale- 
ulator, which required large bat- 
teres owing to the heavy 
demand the PMOS chip made 
on its power supply, Sinclair 
found a way of cutting the power 
consumption by about 20 times. 
This meant that a truly hand held 
calculator was possible; Sinclair 
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Radionics made it and started 
the calculator boom with “The 
Executive", earning £2.5 million 
in export revenue alone. At the 
time, Sinclair had a staff of about 
60. By 1977 Sinclair had become 
world famous as a calculator 
manufacturer, and the “Cam- 
bridge” programmable outsold 
all programmabile and scientific 
calçulators. 

The Sinclair philosophy of 
sub-contracting the actual prod- 
uction of his wares, buving in 
the components and paying 
sub-contractors to assemble 
them, contributed greatly to his 
success. He was left free to con- 
centrate on research and devel- 
opment, and he was able to 
recruit a talented team of 
“Inventors” — including Chris 
Curry (latterly of Acorn fame!) 
who has been held responsible 
for interesting Sinclair in cale- 
ulators and computers. 

But the launch of his Black 
Watch in 1975 resulted in a dis- 
aster. The watch used a new 
type of chip — integrated inject- 
ton logic — which ran on low 
power but was capable of 
switching the high power 
required to drive the display. 
Sinclair spotted that this type of 
chip, invented by IBM and 
Phillips, was idealfor watches — 
and devised the tece requir- 
ed to incorporate it. He prod- 
uced the first production integ- 
rated injection eme chip in the 
world — ahead of its inventors 
— but the watch project ran into 
problems at his chip suppliers 
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who weren't able to deliver the 
goods. Eventually Black 
Watches were made in a version 
which used CMOS chips, but by 
then Sinclair could no longer 
hold the price in what was a 


highly competitive | watch 
market. A loss ofsome £355,000 
was sustained in 1976. 

Having previously funded 
research and expansion from 
his own profits, Sinclair was 
faced with scrapping many 
years work on a pocket TV 
project. He approached the Nat- 
ionaál Enterprise Board for cash, 
and sold 43% ofthe shares inthe 
Re fenda À The NRDC put up 
E700, for development to 
continues on the pocket TV, By 
1977 Sinclair had moved entire- 
ly out of the hi-fi market, contin- 
uing with digital meters and 





calculators; and the pocket TV 
with à Z-inch picture tube (you 
had to have a fairly large 
pocket!) was launched, achiev- 
ing major sales in the United 
States. 40% of Sinclair's turn- 
over was attributable to TWs, 
40% to calculators and 20% to 


| meters. In 1978 the "Microvision' 


was marketed in Europe, and in 
Britain — where ithad been sold 


| initialhy for £220 plus VAT — the 


price was halved. 





THE FUTURE TODAY 


Early in 1978 the first Sinclair 
computer came on the market — 
very much the forerunner of the 
£X8B0 with its membrane key- 
board. Costing £40 n had 256 
bytes of RAM, a half K of ROM 
which held a monitor, and didn't 
have a box! Powered by a 6v 
lantern battery, it was a true 
computer, not anupgraded calc- 
ulator, and was advertised as 
being “ess than half the price of 
any keyboard  addressable 
microcomputer”. 

The MK 14, for such itwas, had 
a po early & bit processor, the 
SCMP or 'SCAMP", which was 
programmed in machine code 
— although a very tiny BASIC 
soon became available, And the 
manual included a program for 
“Lunar Lander" — the very first 
game plavable on a Sinclair 


computer! 


dn 1979 Sinclair and the NEB 
| parted company. They wanted 
to concentrate On meters while 
Clive Sinclair was attached to 
the FV project. Left to fis own 
| devices again, Sinclair founded 


Sinclair Research, the company 


which became responsible for| 
the fom-cos! home computer. 


Next month: from the ZXBO0 via 


mucrodrives and interaces to| 





the ZX Spectrum and the OL, 
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Chris Sievey has been 


| involved as a performer and 


| musician within “the 
| business' for nearly à 
starting, out during 
| day 
seventies. 
| constant invo 


| Chris to devisea 
| basedonhise 
the vein of Mondi 
| something eve vor 
join in with am 1 € 


idea of the board art 


| pased on the 
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“him at Virgin's HQ Im E 
| London's Portobello Road. 


He continued, 'So ever sif ce Jow LÃ 


| those days it's been 
ambition of mine to 


| business 
| [j 


— Jing takes months of 
] and atthet 
Ds) writing, 4 

“| ing and playino 





| shelved for awinile. 


an 






NVOTK 


time Chris and his 
Freshies were DUSY 
rehearsing, record 
: concerts — 
| so plans for the game were 


“Trying 


| to get into the Top 40 was 
“much more important, Chris 
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BLUSS FILE: We sent our intrepid inter- 
Bunder into the depths of Virgin's HO. 

ght from the hip, he sent us this 

nterview typed on orange paper... 





















rights to the music tracks 
which are reco! ed on the 
game tape. All the tracks 
were released on various dif- 
terent labels so that took 
time 

How important are the 
singles included with the The 
Biz? 

“The music side |s very 
important to Me; the com- 
puter games are done just 

“for a bit of fun and for a 
change. The tracks thatcome 
are not just 


9 The Biz. Having 

gainei 'gonsiderable knowil- 

edge throus h programming 
je, writing The 


iate 





“the £AD BF É 
“-memon «even had a 16K 
—  RamPack but that wasn't 
Casio noRH ad enough as | kept on 
punning out ofmemory. 
— There was so much infor; ' 
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6! E : pda arc sndforam ne with a recordings and remixes | did 
pera DO togowiththe game. I've just 


spent some time recording 
tracks for my next game. 
Nextgame?'! asked. 
Yeah, I've written another 
3 machine code games and 
Virgin have got another eight 
music tracks of mine. 
Why did you sign to 
Virgin? | 
SCtrt 'Probably because every 
A friend ofmine one else would have tu med 
| tri sm, and [asked fi the game dowi EL Only 
— coule borrow itas | was anx- joking, it's Dec use of my 
“iousto complete The Biz involvement inthe music 
“properly. He agreed so | took pusiness and because | know / 
it home with me. ALthe ste +  Virgnasa record company of 
t took me a bit of tl ne to get and how they operate. Virgin | 
used to, but within é couple 


know howito market music 
of weeks | had started prog-  *º well as computer games, E 
ramming The Biz and atlong y 


last itwas beginning to take 


whereas if | signed to a 
games company they 
wouldn't know how to 
t the music. Virgin 


how to market both at 
time and do à good 
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playing arou nd with the 





Biz. First he wrote à game | 
called The Flying Trainwhich 
was on the B side of his | shape. Fu 
Camouftage single released — Eighteen months passed 
by EMI records — tnefirst |, before the final version hit 
rogk single to have à, P | teshops: Why did it take so 
mputer game ontheB long? ja 
ad FERN SE "Firstly, | wanted to make 
atThe the program as challenging 
; and interestingas could 
od dá |, os HE A As which meant | w de 
ont poundandine- | une 
uded the game while comp 
uter games at that time were | 
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music contem 
ofTheBiz. 
"They allsay “Oh No, not 
Sievey again!! What is he Up 
to now?” People | know who. 
have played it have fou ndit 
quite realislic— MY road 
manager Said ifyou do this, 
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NCE TO BECOME A SUPERSTAR— 





Answers ON the backofa 
sealed envelope or on & 
postéard, with your name 
and address, to the 


gition and you could, 
snid up on stage Wim | 





à dl 









make the draw. | just hope 
vou think of me in my 
threadbare jumper, shiver- 
hen, 7 ing in the office, while you 
thebestofluek: NM | | work outthe answ rs. You 
e ia | probably won't — antdiare 
going to forget about my 
moment 


be able to answer the fol- | enrolied in the Virgin Games 
without Gang. Pass that Copy of 
"Games writing for begin- 
inlay ners”, Leroy, f's Me Egot 
but you might endithelps! started. 


5, Where did cRASH begin 
jts assault on the record 
charts? 
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Our fal binder doesnt just look 

impressive with its silver blocked 

CRASH logo and dark blue finish 

li iso strong enough to hold a 

ars supply of CRASH away 

Build yourself the most comprehensive manual on Spectrum from your h ends! And its only 

software ever seen! Save your issues of CRASH month by month, ic of do Saia aÃ 
and turn them into the hard cover with the fattening soft centre! 
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Adventura guru Scott Adams with a couple of friends. 





dventure programs, first written on company- 
owned mainframes, are nearly a quarter of a cent- 
ury old. Originally written in the síxties for the 
amusement of the computer wizards who ran 
commercial data processing installations, advent- 
ures such as Colossa! Caves and Adventure were 
run late at night, when all was quiet and the operat 
ors wanted something to amuse themselves with, These programs 
ari pa megabytes of storage memory, offered no graphics and 
could onty be played by computer staff when time on the system 
could be spared. 

Scott Adams — who lightheartedly describes himself as a 'grand- 
father" in the microcomputer industry (he is, after all in his thirties) 
— is regarded as one of the founding fathers of micro adventuring. 
Scott Adams wrote the first adventure for a micro, and founded 
Adventure Intemational: the oldest company selling adventure 
programs retail. Around half a million Scott Adams programs have 
been sold to date worldwide and he is currently working on a series 
of adventures based on Marvel's comic characters. Hulk and Spider- 
man, his two latest adventures for the Spectrum, are the first two in 
the Questprobe series, which will expand at the rate of 3 or 4 
programs a year and run to over a dozen titles. Both have been 
CRASH Smashes, and so when we heard that The Man was in the 
country, we had to go for an interview. 
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cott Adams started 
programming in the 
late sixties at High 
School in America. “In those 
days there was no such thing as 
a micro, and you were lucky to 
see a mainframe terminal, he 
explains. Our school, as an exp- 
eriment got a mainframe term- 
inal for students use and tt 
became my terminal. | was one 
ofthe original hackers. 

This early interest in comput- 
ing developed into a profession 
after taking a degree course in 
System programming, and soon 

r Âdams was captivated by 
Colossal Caves and Adventure. 
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| saw the games on a main- 
frame, and | was fascinated. | 
owned a Tandy Model | and 
thought let's see if | can write an 
Adventure type game on the 
TR580'. | didn't listen to the 
people who said it would be 
impossible to get a program 
which existed on megabytes of 
storage into a 16K machine, 


didn't try and take the exist- | 


ing program and put it into 16K, 
but sat down and wrote an adv- 
enture language of my own for 
the machine — an interpreter — 
and proceded from there to 
write an adventure in that lang- 
uage. Às à system programmer| 
know how to write tools. The 
first tool was the adventure 
language, the second was the 
interpreter to understand lang- 
uage and the third tool allowed 
me to develop a database for the 
interpreter to understand. 

Iwrote four or five different sys- 
tems first, not an adventures. 
That was my original adventure- 


writing language which has. 
been the 


basis of my programs 


until recentiy. We've now devel- | 


oped SAGA plus, which stands 
for Scott Adams Graphics Adv- 
entures Plus. lt's a full sentence 
and graphics interpreter design- 
ed to run on machines as small 
as 48kK or as large as 400 a- 
bytes. SAGA is an open en 
language which is designed to 
take advantage of new mach- 
mes as they come out — we are 
ready for the next two or three 
generations of machines. 
Which rather prompted the 
question as to how Scott Adams 
saw adventures developing as 
hardware becomes cheaper and 
more sophisticated: “Adver- 
tures will themselves get even 
| more complex and sophist- 
icated. For instance, the next 
adventure in the Questprobe 
series, Fantastic Four Part | will 
be a two player adventure — 
either two people can play, or 


one person can play, playing | 


' both roles. | can see down the 

road to a time when fifty players 

will be playing one adventure. 
The Fantastic Four Parts |! and 


HF wvill be the fourth and fifth. 


adventures in the Questprobe 
series, with Part | introducin 
the Torch and The Thing (a Hul 
type character) and Part ll bring- 
ing on the other two characters. 
Both adventures will be written 
entirety in SAGA Plus and Scott 
Adams is confident that the 
Spectrum versions will have all 
the features of the disc-based 
programs written for the larger 
micros, such as the Apple. Hulk 
was written in his original 
adventure .interpreter, while 
Spiderman was written in the 
original language and upgraded 
using some SAGA Plus features 
for tape-based micros. Expect to 
see Fantastic Four Part [ around 
June this vear. 

How do Hulk and Spiderman 
fit in to the scheme of his adv- 
enture? “LI wrote Hulk as a begin- 
ner's adventure deliberately. | 
puta lot in there aimed at people 
who had not played adventures 
before. Because of that | lost 
some of the complexity that | 
would have like to have had — 
which | was able to put back with 
Spiderman. would have liked'to 
have written Hulk to be for the 
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experienced  Adventurer, or 


medium experienced, but it. 


wasn't fair... a lot of people 
would have been buying Hulk 
who had never bought an adv- 
enture before, because they like 
Hulk as Hulk. 

What | had to do was put 
enough stuff in Hulk so that an 
experienced adventurer 
couldn't sit down, play it for half 
an hour and be done, but also 
enough breadth so that a compl- 
ete adventuring novice could sit 
down and play it without getting 
hopelessly frustrated, 

opiderman | felt, as the 
second one out, gave me more 
leeway, and | was able to make a 
more complex adventure with- 
out as much handholding as | 
did on Hulk. 

The “arcade adventure! con- 
cept is catching on fast, with a 
number of sofhware houses 
bringing out arcade action 
adventure games, including the 





“| didn “t listen to people who said 
it would be impossible to get a 


ing an adventure | say “It'd be 
nice if we had graphics here to 
gi à special effect”, and | put 
ooks on the game. 
“Then graphics are added on 


for those machines that will sup- | 


port them; one thing | insiston is 
that all my versions support the 
Graphics OFF switch for people 
who don't want the pictures, My 
adventures can all be played 
text-only because you don't lose 
anything...there are no hints or 
clues in the picture which do not 
appear in the text. The graphics 
are purely illustrations, that's all 
they re designed to be. 
Like playing graphic advent- 
ures myself, but | think a good 
text adventure doesn't need 
graphics — but they're nice to 
have. Think of the difference 
between comic books and 
novels: in a comic book, the 


pictures are an intrinsic part of | 


the text, My adventures are not 
comic books — I'm writing 





program which existed on mega- 
bytes of storage into a 16K 


machine.” 





Wally series from Mikro-Gen | 


and the soonto-be-launched 
Chuckie “ga ! How does the 
founding father of micro adven- 
turing view this development? 
Theyre Twitch Games”, he 
grinned, 
adventure game is one where 
you use your mind; if you can 
PS you can play an adventure. 
If you require anyth 
than that, you've got a twitch 
game — an arcade game — 
where your skill of movement is 
more important than your think- 
ing. Adventure International 
sells lots of Twitch games, but 
we don't call them adventures. 
These arcade adventures are 

etting more sophisticated — 

ut they're still arcade games. 
People who love adventures 
won't play an arcade action 
game, it's not the same. But for 
somebody who likes 
they're a nice meeting ... a nice 
melting. 

Does this mean that you are 


an adventure purist — will you 


play shoot “em ups? 'Some of 
my favourite games are a mix- 
ture of the two, Wizardry for 
instance, is a mixture of the two 
which | find extremely fascinat- 
ing. There you have árcade 
battle scenes but there's no joy- 
stick, no real-time action, you 
just use words to interact. As 
s00n as you put a joystick in, 
where refliexes are important, 
you no longer have an advent- 
ure game.' 


at about graphics — the | 


original adventures were text- 
oniy, and some adventurers feel 
that graphics detract from the 
game, and indeed take up valu- 


able memory which could be. 
better used; others feel that | 
graphics add a great deal to their | 
enjoyment of adventures. “I'm | 


on both sides. | write all my adv- 
entures as textonly, to be 
played as text-onhy. Às I'm writ- 


“arcade games, An. 


ing other 


both, | 





Illustrated novels if you like. The 
ir are nice, and they help 

reak up the monotony but you 
can clip them out and not lose a 


na: 
- A large number of commere- 
ially produced adventure prog- 
rams are now gd written 
using utilities such as The Quill, 
What do you think about such 
utilities? “VVell, I've not sat down 
and locked at The Quill, but in 

eneral I've seen a number of 
these packages and it's clear 
that it's hard to make an adven- 
ture writing system that allows 
the average person to take off 
and write an adventure, because 
by definition a good adventure 
has to be fatrly well packed into 
the machine. To pack code that 
well you have to have intimate 
knowledge of what you're 
doing. They do give people a 
taste of what it is like to write an 
adventure though.” 

So how do vou set outto write 
an adventure 

“The first thing | decide is 
“what's the theme” — obvioushy 
with the Marvel adventures 
that's fairly simple; then | decide 
whether.| want a treasure hunt 
or a mission. Hit's a mission — 


what is my mission? If its a | 
treasure hunt then it's usually | 


easier to write, you don'thave to 
be as serial in what you're doing. 
Then | start putting in locations 
and start thinking of the prob- 
lems that I'd like the player to 
overcome and some of the ways 
d like to see him solve it. 

“'Some of the more wicked 
things I've done is put in a prob- 
tem that might have seven or 
eight different solutions, but 
when vou get to the end only 
one solution was allowed. t's a 
matter of balancing. Sorcerer of 
Claymore Castle was unique in 
that respect. You're casting 
spells and you can use spells for 
a lot of different things — for 


| clues he needs to solve the prob- 


| im such a way that | going 


* ately, and give him a red herring. 


| done very well — my original |. 





example one spell might open 
ie door; the trick is to find the 
right door to open with it, 
Another thing an adventure 
should have is the nEnry to give 
the player some sort of clue so 
that technically, if the player is 
Clever enough to figureit out, it's 
possible to play an adventure! 
without dying or losing points 
from the very beginning to the 
end. If you're really clever 
enough, all the clues should be 
there from the start — that's 
hard to write. To my mind, that 
makes a better adventure. In 
other words it's not a case of “if 
he opens that door a brick's 
going to fall on his head and kill 
nim — that would be unfair of 
me. There should be a way of 
letting the player know ahead of 
time, of giving him a chance — 
there might a glass panel 
above the door for instance, and 
if he's smart enough to look first 
through the panel, then he'|| see 
the brick up there. If he just goes 
charging in and gets killed, well 
that's his fauht!" 

Is it really a game between 
you and the adventurer? “Fm 
trying to give the player all the 






































lems, but im also trying to do it 
to — 
not contuse him, but send him 
off on the wrong path deliber- 


| want to put the correct clues. 
there, but | want to make it inter- 
esting enough so that the player 
doesn't solve it the right way the 
first time. 

50 what does the man who 
has turned ado aself pi paro 
computer junky into, arguably, 
the words leadir Pe mid 
writer, do to relax? '| keep salt| 
water fish — from octopus to 
trigger fish, and | have seven or | 
eight tanks in my home in 
Florida. It takes a great deal of 
care to keep salt water fish alive 
and prospering. lt's the first 
hobby I've had for ten years that 
has nothing to do with com- 
puters. lt started when | walked 
into a sait water fish shop and) 
just seeing it all there. They had 
a great tank of invertebrae and 
there was an octopus in there — 
| was just fascinated. So | started 
looking at what it takes to keep 
an octopus alive. So far I've 


octopus is still thriving. | find it | 
profoundly relaxing — the 
animais themselves are just 
gorgeous, In the beginning | just 
sat for hours looking at the tank 
with the water bubbling.' 

How do his wife and children 
cope with him spending hours 
giued to a computer, writing 
adventures? 'My wife is the Cor- 
porate Vice President of the 
company, and she handles most 
ofthe business — she enjoys the 
fish too so we have close inter- 
ests and it all works out very 
nicely. | have two daughters and 
a son, the eldest is six so they're 
not ready for my adventures yet, 
but my eldest daughter plays 
alphabet games on the comp- 
uter already, so lhave hopes..., 

And there we had to leave it. 
Mr Adams had promised to do 
some opaina in Birmingham 
city centre that afternoon, andas 
a good father couldn't let his 
daughter down. 
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a Green paper, a discussion document, went 
before Parliament which proposes the levy of 10p on an 
audio tape and 25p on a video tape. The reasons behind this 
unwelcome addition to personal finances lie in the estimated 
65 million LPs lost every year to the illegal taping of music 
and startling statistics which suggest that up to 90% of blank 
tapes are used for reproducing copyright material. 

Could | take this opportunity to put a voice to what many 
must think of this bill, that it is ill-concieved and insensitive. 


as the figure assumes that a fair proportion of those who tape 
LPs would have been prepared to buy a good number of their 
taped collection. My own experience, and thai ofmany ofmy 
acquaintances, does not bear this judgement out. Before 
looking at the bill's effects on computing let us first analyse 
| another vested interest which has called for the levy. 

Video cassettes are used to tape TV programmes more 
convenientiy viewed at a later time. It is hard to visualise 


| taping reduces the life span of a TV programmie as it reduces 

the number ofoccasions on which it can sensibly be repeated 
is not borne out by the facts which relate an increase in the 
number of repeats since the meteoric rise in video recorder 
sales. Itis true that three years ago, say, all blank tapes could 
be used for were dictating machines or copying but now a 
significant number are used in the home computer sector, for 
example, in the legitimate acts of saving adventure games or, 
for that matter, programming itself (the pile of blank cas- 
settes which build up developing a complex game can grow 
incredibly high). 

So the question is, how is the money raised by the levy to 
be split between the music and computer industries andifthe 
Government seripusly intended to include the computer ind- 
| ustry why are discs and microdrives not included in the bill? H 
money is to be appropriated to the computer industry how 
“will distribution be achieved amongst all the companies 
vying for a share of the proceeds when some are reticentover 
sales figures and other distori figures up to a factor often? 

It would seem this bill could end up as a direct tax on 
adventuring with the levy (which amounts to a fine) being 
added to the amount already allocated in the price of advent- 
| ure games to offset the proportion lost'to illegal copying. The 
bill is an insult to all those who have never made an illegal 
copy ofa computer game. À law which assumes everyone to 
be a criminal and punishing everyone as such will set a bad 
precedent and is the equivalent of imposing a levy of 20p on a 
“gallon of petrol to combat speeding. 


legalising the copying of copyright material and instill a feel- 
ing that has it that, since the levy has been paid then it must 
now be all right to copy. In short, if you've paid the fine you 
| might as well commit the crime. 


DEREK BREWST 





The loss of LP sales is a very difficult commodity to quantify | 


exactly where the TV companies are losing out. The idea that | 


| a spell over the-land impris- 





By imposing this levy the Government would be virtually | 
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HOLLOW 


Producer: Gilsoft 
Retail price: £5.50 
Language: Quill 
Author: T Davies 


H vou are impressed by | 


official endorsements then 
perhaps you might like to 
take a look at this latest 
Quilled game which is 
marketed by non-other than 
the originators of the advent- 
ure aid themselves — 
Gilsoft. It's not long after 
loading that you see why 
Gilsoft had a high regard for 
this particular attempt: the 
presentation is very distinct- 
Ive with good use of all the 
Spectrum colours and using 
flash to distinguish those ob- 
jects which may offer the 
most assistance. The locat- 
ion descriptions are long, 
detailed and full of atmos- 
phere and interest and, at à 
time when adventures incr- 
easingly appear more awk- 
ward and demanding, this 
one merrily flows along. 
Walking along a clifítop 
ath back to your holiday 
hotel you wonder at the 
length of a so-called shortcut 
from the beach. As you enter 


a hollow the hot summer | 


breeze turns cool and as you 
clamber out things have 
changed around you so 
markedly, well, vou must 
have chanced upon a time 
warp and an adventure quest 
(hence the title). 

You are transported long 
ago to the time of wizards 
and magicians following a 
war between an uncaring 
Lord of the Lands and its 
people. The Magician the 
E turned to was No 
etter than the Lord, casting 


oning all light and darkness 
within a perfectiy round 
stone. Splitting the stone 
into two, the Magician 
placed the Darkness into the 





| Offshoots lead to the ancient 





larger fragment and the 
Light into the smaller. Find- 
ing where each lies and join- 
ing them would break the 
spell, Not only must you find 
these two parts of the stone 


but also the seven fragments , 


of a magical medallion hid- 
den in the mysterious land of 


Moylan, to be joined with the | 
3 fragments given you atthe | 


very start. Then you can 
enter the Wizard's Tower 
and free the land of Moylan 
from the Wizard's spell and 
so return to your own time. 


There are two aspects of 
this game which are unusual, | 
but pleasantly so. You meet | 
| the first very quickly from the 


start whereby vou pick up 
the three fragments of the 
Moylan Medallion automat- 
ically on visiting the location 


action occurs in one or two 
other locations further into 


time involved with the obvi- 
ous and it gives the game a 
racy feel. The other surprise 
is the length of the descrip- 
tions resulting from the ex- 
amine command whose 
power is enhanced through- 
out leading to all sorts of sud- 
den and unexpected 
happenings. (As a let down 
from the continual stream of 
happenings EXAM DOG 


non-event). 
Heading south from the 

hollow you enter a woodland 

to the east side of which is a 


shortcoming in The Quill its- 
elf, you cannot read the mes- 
sage and the program is left 


| to direct your efforts towards | 


examining the message. 
More curious still is on exam- 
ination a sudden breeze 
blows the message away! 
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and this sort of automatic | 


the adventure. This | feel is a | 
good point as it saves typing | 


brings about a delightful 


well and a message. Curi- | 
ously, perhaps due to a| 

























AFGHAN 


Producer: Southern 

Software 

Retail price: E7.95 

Language: Quill 
Authors: Mark Phillips 
| and Andrew Graham 


Afghan Attack is a reason- 
ably topical adventure offer- 
ing something a little differ- 
ent with special features in- 
cluding communicating 
aliens, control over their 
activities and real-time simu- 
lation. 

The title does not refer to 
an altercation with man's 
best friend on Hampstead 


Heath but to that more | 


distant turmoil, the stomping 
ground of ITN film crews 
who remind us every other 
day what might happen to us 
were we ever foolish enough 
to construct the channel 
tunnel, The funny thing is, if 
things get any worse in our 
once homely islands the 
Russians wouldn't even be 
interested — although all 
| those Japanese video recor- 
ders might prove useful for 
videotaping Russian 
parades. 

Anyhow, back to Afghan- 
istan which is slipping down 
the news charts (it now fol- 
lows Princess Di's hairdo) 
after briefly hitting number 
one when the Ruskies deci- 
ded to stretch their legs a lit- 
tle and stroll around Ásia. 







town of Moylan, and a 
location described 
“Every wall in this. dingy 
room is covered by shelves. 
Bottles containing differ- 
ently coloured liquids sit on 
the shelves and on the floor 
beside a stained work 
bench'”. There are also some 
bars of gold just waiting to be 
picked up. 

The Hollow is a very fast- 
aced adventure with the 
ast response time taking 

you rapidly to useful objects 
which flash invitingly. The 
examine command |5 pow- 
erful and leads deeper into 
the plot. The instructions and 
| storyline are full, coherent 
| and imaginative. One of the 
better Quilled games from 
the plethora of look-alikes. 


96 CRASH April 1985 











The game is set deep within 
trouble torn Afghanistan 


where the invading Soviet 


army is in a desperate battle 
with the stubborn Afghan 


rebeis. We are told on load- | 


ing “this adventure is purely 
for entertainment. The plot is 
based on total fiction and 


| holds no political or educat- 
| tonal bearing whatsoever. 


This is the stuff — pure 


| gobbledegookski and anti- 


propadarnosk — you'll leave 
this program as precisely ill- 


informed as when you enter- | 


ed it — super! Not quite 
though, the instructions 
which load separately before 
the game must be some of 
the longest on record, and in 
the style boring radio sta- 
tions have made their own, 
one screen is devoted to ded- 


ications including one Bilbo | 


and a Longfellow. 

À request has been put to 
western governments by the 
Pakistani leaders seeking 
intervention due to the incre- 
asing numbers of Soviet 
troops massing on their NV 
border with Afghanistan. 
The western leaders meet in 
Paris to discuss the crisis and 
after intense negotiations 
send a crack force of highly 
trained men to head-off 
Soviet movement on the 
eastern road out of Kabul. 
You, the Commander will 
lead fifty British  Para- 
troopers (including ten 
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Difficulty: quite easy 
Graphics: none 
Presentation: very good 
Input facility: verb/noun 
Response: instantaneous 
General rating: good 
imaginative adventure 


' Atmosphere 9 
Vocabulary 8 
page B 
Debugging 10 
Overal value B 








under your direct command) 
and five Officers. The 
adventure consists of two 
parts where part two begins 
north of the camp in part 
one, and on request South- 
ern can supply a clue cheat, a 
listofobjects and a complete 
list of the vocabulary. 
Vocabulary is verb/noun 
but with some notable 
exceptions. Communic- 


ations can become quite. 


involved with constructions 
such as SERGEANT GRANT 
OPEN FIRE and LIEUT- 
ENANT TRAVIS ATTACK 
HELICOPTER or even 
CORPORAL MARSH FIRE 
BLOWVPIPE. DISTRIBUTE and 
DEPLOY are further refine- 


| ments to the active batile- 


figld scenario where 
DEPLOY allows you to detail 
your men wherever feasible. 

Instructions before 
programs are  tolerable 
unless, as in this case, they 
are overlong, In fact you 
must load up part one of the 
game once you've loaded up 
the instructions. This means 


“it is not easy to look up an 


aspect you may have forgot- 
ten and, Of course, neces- 
sarily increases loading time. 
Instructions, really, are for 
covers with perhaps some 
salient points precised into 
the program. Here we have 
verbose volumes within the 
program in a throw back to 

83, a la Timegate. The 
program claims a friendly 
vocabulary but is about as 
friendly as a Russian entre- 
preneur denied his full quota 
of blue jeans. LEAVE or GET 
OUT would seem too 
straightforward and you can 
only disembark the heli- 
copter by resorting to JUMP 
OUT (still, could be worse, 
how about DISEMBARK!) 
and why is it seemingly 


impossible to get back into | 


the helicopter. Unfriendly 
moments can be lightened 


with prompts to coax the 


Ra the right area eg 
RY TO REMOVE COVERS or 


something to that effect but | 


this program provides no 
such assistance. 

k would seem Quilled 
adventures share this 
vocabulary problem to a 
large extent where, comp- 





ared to programs written 
without the aid, they do not 
offer as many verb/noun alt- 
ernatives for one action. 
Often a Quilled game will 
allow only the one verb/ 
noun combination for any 
one action. Hence the heli- 
copter problem here. 
Afghan Attack offers a very 
different challenge to the 
norm and appears well- 
written with a good text. The 
atmosphere is built up con- 
sistently with M16 machine 
po and  ammunitions, 
ayonets and grenades, and 
this is cemented by the feel- 
ing of power from your con- 
trol of a large body of men 
and their officers. lfyou grow 
tired of the traditional ad- 
venture and can overlook an 
obstinate vocabulary then 
this program is well worth 
the rather considerable) 
effort required to unravel 
what is a very complicated 
plot. PS Isn't it funny how at 
school you do a soppy 


language like French when 
Russian is what you're after? 
Now pass that “Get by in 
Russian" book here and let 
me look up 'No missiles here 
- we're a nuclear free zone”. 
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Difficulty: quite difficult due 
to wording 

Graphics: none 
Presentation: good 

Input facility: very fast 
General rating: quite good 
but possibly a bit expensive, 
especially for a Quilled game 


Atmosphere 8 
Vocabulary 5 
Logic 7 
De uagin 10 
Overall value (5) 
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Producer: heus 
Retail Price: 

Language: Quill 
Author: Keith A Parrock 


The Village Underworid is 
another Quilled game that 
offers something special, not 
in any new or radical featu re, 
but rather in one of the few 
departments of innovation 
left to the Quilled game, that 
is, the storyline. 
the gp good but it is told 
over a large 150 locations. 
The vocabulary listed on the 
cover is a good start for what 


turns out to be a rather | 


enjoy ais game. 
fou are sitting at home 





paper when a headline 
catches your eye: 
Find of Treasure at Sleepy 
Village”. Reading down the 
column you find several 
items of great value have 
been discovered at the vill- 
age whose name is strangely 
unfamiliar. The next evening 
you drive there and stop out- 
side the village hall. It is here 
you siart your adventure 
with the torch from the car, 
and in good old adventuring 
tradition, it isn't long before 
you have to switch on. After 
getting it on R for Redescribe 
replaces “Everything is dark' 
| with the location description 
for whichever position you 
have stumbled into. To com- 


plete the game you should. 


collect 20 items of treasure 
and drop them into the boot 
of vour car. 


e most endearing feat-| 


ures of this game are those 
subtie qualities of all well- 
designed adventures 
namely, interesting location 


descriptions set within a| 





fascinating plot laid out upon 
a credible map. In this case 
the layout is exceptionally 
intelligent where you quickly 


find yourself engrossed in | 


your surroundings because 
they are so believable, with 


| no dire discrepancies to. 


puncture the plot as in lesser 
games. Much as'you might 
expect there is a stage and a 
small office within the village 


hall, a large farm on the east- 
ern outskirts of the village 
complete with fields, barns, 


farmhouse and meadow, 
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lot only is 


one day reading the news-| 


“Great | 





inca 


UNDERWORLD 


and to the north a dusty track 
leads to an old mine with a 
miners shack close by. 
Further into the adventure 
the premises of the Diehard 
Meat Packing Co. provide a 


lot of worthy puzzles, and not | 


only is the layout credible 
with the small of meat lead- 
ing you into the freezing, 
processing and gradin 

departments (and the smell 


of old books and leather to. 


the company lawyer) but it is 
ever 50 easy to get around 
with the ingenious lift - CL 
calls the lift and the numbers 
tto 6 select a floor for further 
investigation. This is not the 
onhy novel feature as in a 
hollow you meet the sign 
Danger UXB Follow the 
Arrows 88687/757578878' 
which somehow leads you 
through without the report 
“You have been blown to bits 
by an unexploded bomb! 
Next time watch where you 
stick your big feet!!' 

The distribution of items is 
also commendably sensible 
and | atmosphere-creating 
with dynamite and a long 
fuse in the miner's shack, a 


fur coat at the back of the 


hall, and a heated brazier in 
the nighi-watchman's office 
istrangely enough, the 
watchman doesn't catch you 
- Unlike the thief in the cave 
system). In the north end of 


the village hall is a small 


office where you find a gas 
mask and a filing cabinet. 


| Here the program shows its 


friendliness by accepting the 
first four letters of either 


CABINET or FILING in the | 


construction OPEN CABINET 
bh R for isa 
reveals a paper lying in an 
open filing cablneE GET 
PAPER followed by READ 
PAPER gives a cryptic mess- 
age which makes little sense 
but apparentiy could be 
helpful later on. In these 
ways this game climbs 
above the poorer Quilled 
games where too often 
actions are not reflected in 
the  descriptions. These 
seemingly small points are 
vital to adventures which 
purport to be alive and inter- 
active as it is this vibrancy 
which separates a computer 
game from an inanimate 
novel. 























The vocabulary is except- 
ionally friendly for a Quilled 
game and nothing endears 
me more to an adventure 
than a friendly vocabulary. 
Think of any common words 
at any juncture and you blink 
in disbelief as you zip along 
to the next location such is 
the conditioning for disap- 
pointment after playing so 
many unfriendiy adventures. 
This game is determined to 
let you through to solve the 
puzzles and not to waste 
time matching words. Super. 
These points, together with 
that list of words on the 
cover, makes this game the 
tops for friendliness. 

eita ab the game does 
not have long location descr- 
iptions except the first) and 
ts examine command can 
only be described as inoper- 
ative (since it always results 
in “Can you be more spec- 
ific') it seems surprisingly 
resilient to these drawbacks 
such is the undoubted 
strength of its good points. If 
you are having difficulty 
early on perhaps you've for- 
gotten to wear some of the 
Hems you are carrying. | par- 
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' Graphics: 








ticularly like the differing, vet 
similarly cruel, deaths inflic- 
ted by the sever cold, and in 
one instance gas, in the Die- 
hard Co. buildings. What you 
will find playing the game is, 
thankfully, that you are able 
to play through the branches 
in any order as much of the 
adventure is open to inves- 
E prio right from the start. 
Clearly the adventure has 
been designed with an eye 
on just how players might go 
about tackling it. 


6707 | 


Difficulty: Relatively easy 
None 
Presentation: Black on white 
with little use ofcolour. | 
Rather poor. 

par Facility: Verb/Noun as 
all Quill games 

General Rating: Worth 
exploring, especially for the 
novice adventurer. 


Atmosphere 7 
Vocabulary 8 
a ic 8 

ugging 10 
Overall Value 7 


sficoundared and whether or not yu are 
likady to be kiliad wilhout aaming or 
chance df escape, 


DEBUGGING: irnficates the lavei o! 
crashproofing. A program should not be 
Crash sirmpty by making an modrraci 
antry orby pressing an uniortunate 
combination of keys. 


OVERALL: genes! rating based on price 
and the olhar ratings BUT NOT AM 
AVERAGE OF THE OTHER RATINGS, 





+17 busy characters, 10 lost chords, 12 hours, 48 Traffic Wardens, 
95 London Tube Stations, 126,720 square feet of London, 
7 million Londoners ... 943 action filled screens. 


Ge ra 
er 


When the » 
music stops, 
the mystery 
begins... 
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DEAD AT 





Producer: Arctic 
Computing 

Retail Price: £b.95 
Language: Machine Code 
Author: Dave Stone 


Arctic Computing, although 
often distracted E the arc- 
ade sector, still churn out ad- 
ventures like so many ham- 
burgers from a takeaway. 
Arctic's large catalogue of 
competent and difficult ad- 
| ventures have not kept pace 
with the market where rivals 
have been quicker to innov- 


ate and refine their product. 
This game, again, is compet- 


“ent, with fine graphics and a 
fast response, but perhaps it 
"15 more correctly described 
o pedantic rather than diffic- 
um. 


You, Captain Ferret, are: 


circling a strange planet 


when you take a direct hit | 


and, courageously abandon- 
ing the crew to their fate, you 
parachute to the relative 
safety ofthe planet's surface, 


Here you begin the task of| 


collecting the very important 


| equipment scattered about. 


“inthe debris. 

Not much of a storyline 
admit Arctic humourously 
and, well, at least they are 
honest and don't go on try- 
ing to prop up a plot that 
never existed. To cut a short 
story even shorter the loc- 
ations are divided into an Az- 


tec sector and Hyperdome | 


area. | hope this isn't one of 
those reviews where vou try 
and make sense of the quest- 
| tonable bits and pieces of a 
- pre-production cassette only 
to find all explained about 
“two months later in the main 
body of the magazine. | can 
"See it now, Dead at the Con- 
troís is a superb whimsical 
piece, so humourous, so 
inventive relating how a 
Captain disguised as a ferret 
pers about proving the link 

etween anxiety about hairy 
legs with the lack of trouser 
bottoms in pre-Socratic soc- 
iety and how this all relates 


to the artificial propagation | 


ofplants. 
nything is possible in 
computer software but | 


think it unlikely that a plot like 
that above will hatch out in 
this case. 
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The face the game pres- 
ents to the world is attractive 
with a likeable loading 
screen followed by great 
graphics, although many on 
the forest theme are repeats, 
as are the pictures of the 
hyperdomes. One slight irrit- 
ation in design is the use of 
large block capitals which 
are difficult to read when 
compared to their lower case 
brethren. The plot, or theme 
for that matter, remains 
obscure so Ill move straight 
onto the vocabulary, Alas, 
the vocabulary is most un- 
helpful with one or two spec- 


mind though the problem 
runs right through the adv- 
enture, Finding a mousetrap 
to deal with the mouse you 
enter GET MOUSETRAP but 
the program will only accept 
GET TRAP. Similarly GET 
HELMET rather than GET 
SPACE (HELMET) vet just as 
you were coming to terms 
with the dialogue it, on one 
occasion, chooses to accept 
the obvious; GET GEIGER or 


GET COUNTER are both | 


accepted. Were this not 


awkward enough some of | 
the verbs needed are ridicul- | 
ously obscure. No ticking off | 


for giving this one away. 
How about BAIT TRAP where 
SET TRAP is not accepted! 
The examine command is 
dormant and results in “You 
don't see much'. Generally 
speaking, input is only 
accepted for the furtherance 
of your immediate task and 
there are few sidelines, 
humourous or otherwise. 

| have said that this game 
has no discernible plot and 
this is true but it does have a 
thread running throughout 
in the form of a teleport 
machine. This machine is 
called by an object often 
found lying around on desks 
where calling the machine 
involves quessing which 
number to press and the loc- 
ation where you should 
press it. This is not so easy 
and soon becomes a chore, 

Artic have produced a 
passable adventure which 
sports super graphics but is 
lacking in those ingredients 


| that goto make a memorable 


game. Two comments best 
sum itup. In the first locality 

















“ge 


E 


READ SIGN brings the retort 
'Abandon all hope etc” and, 
when caught out by the 
constant number pressing to 
summon the teleport mach- 
ine it is worth remembering 
this game has the most effic- 
jent QUIT | have come 
across. No series of Y/N 
hurdies to negotiate. QUIT 
and enter sends you straight 
back to the first location in 
record time. 








 FUNHOUSE 34, 


Fic examples coming to. 


Producer: Pacific 
Software 

Retail price: £5.95 
Language: Quill 
Author: Unknown 


If you take satisfaction in the 
journalistic exposé based 
upon hours of painstaking 


investigation and the dog- | 


ed tracking of hot leads 
then you will revel in the 
knowledge that this game, 
despite some of the more 
elaborate devices of conceal- 
ment, can now be exposed 
as a Quilled game. But let me 
immediately  deflate the 
impact of this news. Far from 
hours it really only took me 
minutes to come to this con- 
elusion and further, although 
Quilled, this game deparisto 
such a significant degree 
from earlier Quilled advent- 
ures, it would be most unfair 


to write it off as yet another | 


adventure clone. To make an 
impact this type of game 
must offer something new in 
the way of theme or interest 
and | think here we have an 
original work and a consist- 
ently well-executed concept. 

The story on the cassette 
inlay is a teeny bit garbled so 
| think [Il feed it through the 
journalese machine which 
crunches up all the words 
and blends them into a soft 
0oey  sandwich spread 
stretching all the facts in the 
process). The scene of the 
game is the old abandoned 
amusement park of Fun- 
house (abandoned amuse- 
ment parks, like phone boxes 
that work, are things which 
have no parallel in the real 












COMMENTS. 





Difficulty: very difficult due 
to pedantic word-matching 
Graphics: on some locations 
and good 

Presentation: quite good 
although graphics scroll off 
Input facility: verb/noun 
Response: very fast 
General rating: lacking in 
atmosphere 


Atmosphere 
Vocabulary 


Logic 
Debu in 1 
varal va ue 








world). Now, let's throw in 
some aliens to spice things 
up, a sprinkle of zombies, 
three dollops of green slimy | 
dwarf, mix well and top o 
with a powerful brainto run it 


“all and if this software takes | 


off perhaps some American 
Film Financier could use 
material like this to produce 
the hit of 86. Herman Hermit | 
must produce the sound | 
track but (like the original?) 
he is half insane and talks in 
riddles. | 
Your quest is to search for 
and destroy the alien's brain. 
Two objects are most impor- 
tant to the quest. The Golden 
Mask, said to be in two 
pieces, which will protect 


| you should you gaze upon 
"the brain. The Golden Key is 


said to have the power to 
take the life force from the 
brain. This adventure will 
take the utmost care as the 
bia slimy dwarves, or 

romuts, have created traps | 
of the most despicable 
nature which will often result 
in an early death. 

Let's have a look at how 
the game plays. 

nce you get over the iron 

gate at the start and ilumin- 
ate your way with the torch 
of Herman gives you (it must 
be night — eerie) you will 


find a very large adventure 


just gs to be explored. 
he overall lay-out has been 
well thought through and the | 

















distribution of objects intel- 
ligent and logical — search- 
ing around the old ticket 
Office turns up a ticket which 
roves useful for one of the 
airground rides later on. 
Examine and search are 


almost always useful to the | 


| extent where if an inquiry 
comes to nought it might 
well be only the wording 
which needs refinement to 
bring 
light. lt is worth noting that 
search is distinct from 
| examine to the extent 
SEARCH CHAIR brings a less 
than useful response while 
 EXAMINE CHAIR reveals the 


goodies. The rest of the| 
vocabulary is friendly andit's | 


worth being persistent as 
often only the correct (but 
mostly obvious) word is 
accepted eg EXIT takes you 
| out of the old ticket office 
' caravan while OUT leaves 
you flummoxed amongst the 
litter of old ticket stubs. 

The storyline is interesting 
and most lucid and after 
much playing threads begin 
to come together to tie up a 
coherent plot. For example, 
| what would you make a 
badly scratched and chewed 
kennel, a snapped chain and 
| à discarded bone? Almost 
everything you meet can 
work or show some anima- 
tion. The vandalised tele- 
phone box responds to 
ANSWER PHONE and the 
rust remover does indeed 
remove rust, but in one inst- 
ance ends up in one of the 
| many instant deaths where 
once you realize your fate it 
is too late. (Incidentally, it's 
GET RUST 
not GET REMOVER). One 


item | couldn't get to work | 


was the brass machine with 
a handle on one side — a 
shame since it turned out to 
be a “What the butler saw' 
contraption. 

The graphics, where they 
| occur, are simple either 
using repeated formats or 
amounting to no more than 
the odd signpost pointing 
the way and represent the 
bare minimum for the gen- 
eric subscript “graphic ad- 
venture”. Like the rest of the 
Eram, the response time 
or the graphics is very fast 
and there's very little to pre- 
vent you shooting around 
most of the adventure from 
the off. Who knows, if you 
can deal with the malevolent 
attentions of the three 
Gromuts, Belisnog, Ristlig 
and Talsnig (usually first 
encountered when you pick 
up food dropped by Herman) 
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some new facts to | 





REMOVER and | 


you might have a crack at 
getting through in one long 
session. Most though will be 
deteated by the sheer length 
ofthis one, 

Funhouse is an aptly 
named program as it does 
indeed put some of the fun 
back into computing, not so 
much through silly jokes but | 
via a good imaginative plot. 
The game is quite long with 
most locations opened upfor 
exploration right from the 
Start, a system which offers 
the interest of having many 
problems to solve at any one 
time. An amusement park is 
a super setting and you do | 
get the ed of having the 
run-around of a park and all 
that entails. Great fun. 


COMMENTS 


Difficulty: moderate 
Graphics: some primitive 
illustrations 

Presentation: good 

Input facility: verb/noun 
Response: very fast 
General rating: quite good 
and original scenario 
Atmosphere 
Vocabulary 


E o 


THE 
TFRIPODS 


Producer: Redshift 
Retail Price: £12.95 
Language: BASIC with 
some Machine Code 


7 
8 
6 
É 
7 








How far should a reviewer let 
the reader progress through 
a review before unleashing 
the line that says it all; it is 
one of those unfathomable 






| Bilko hand The Weatherman 


questions. | could begin by | 


saying how interested | was 
in the game having seen the 
rather curious television 
series. But it was the sort of 


television programme that | 


drones on in the background 


while you busy yourself | 
| making a large pot of tea, 


and as slowly as possible. 
Sitting drinking the tea you 
began to realise Tripods are 
harmiess, it is the television 
that does all 
capping. 

Well, here is that line | was 
on about. The Tripods com- 
puter program is harmless 
and in the worst possible 
sense — it won't have you 
engrossed while vou should 
be snoozing with a steaming 
cocoa in front of Sergeant 


(in case you don't watch TV, 
and haven't vet been cap- 
ped, these are two separate 
programmes!) 

It's not the packaging that 


| is amiss, very sleek in fact, or 
| the instructions, the stylish 


booklet is eminently read- 
able, or the competition 
which beckons wit 
worth of software or hard- 


ware of your choice. No, | 


you ve guessed it, it is what 
is on that piece of brown tape 
revolving within that block of 


| plastic that fits snugly into 
your cassette recorder which | 
is what leaves you as sunk as | 
a two-legged Tripod. Never | 


mind, do read on, if only to 
find out what dubious pro- 
jects the BBC will endorse 
these days. 


You can choose any name 
you can think of for vour 
Character who, after crossing 
over from England having 
been recruited by Ozyman- 
dias, starts from one of the 
French poris (Dieppe, Le 
Havre etc.) to get to the 
White Mountains in SE 
France to help the free men 





the fate-| 





500 | 


defeat The Tripods. Having 
noted the. TV series onty for 


its remarkable plagiarism of 


War of the Worlds, its long 
silent passages interspersed 
by futuristic (Dr Who) music 


' and laboured dialogue fit for 
a tortoises coming-of-age| 


party | couldnt tell you 
whether this is true to the 
television programme, but, 
come to think of it, there was 
a French geezer. 
The booklet goes on to 
warn of the dangers posed 
the terrain, weather and 


b 
The Tripods. This sounds. 


about as exciting as a trip to 


see Hartlepool's United v Re- | 
etection Town or a Bosworth | 


High Parents Evening but 
the sad point is the game is 
even more boring than it 
sounds. Take your battle 
with the terrain which trans- 


pires to be no more than the. 


computer coming up with 


“You cannot move there". Far | 


from having the eight com- 
pass directions from which 
to choose vou often find 
yourself quided towards a 
choice between two direc- 


tions, and sometimes tun-. 


netled into just the one! IFthis 


one represents an invasion | 


of France then here we have 
a game that steps off the 
ferry at Dieppe only to sinkin 
t 


he marshes around 
Cherboura. | 
On the journey across. 


France 
well and to collect only those 
items really needed as too 
much weight will slow you 
down and you might never 
reach the mountains. VVhen 


you begin a new game you | 


can enter the names ofupto 
four players. The structure 
proves highly elastic and 
allows the deletion of any 
players who do not wish to 
continue, suspension of any 
who can't play just at the 


moment or the addition of. 
| any to make up the four on 


restarting an old game. In 
areas like these — offering a 
team game and a sophistic- 


| ated array of options — this 


program shows some of its 
class. 

Apart from the black 
guards, who will arrest, beat 
and possibly report you if 


| caught, your main advers- 
| aries are those huge metallic 


beasts  resemblin: 50's 
décor breakfast stools. Every 
time a Tripod sees you, your 
immunity to being capped 


| may decrease and should it 
"Tall to zero you may well be 


capped, thereby losing all, 
(Incidentally, “capped' is 


ou will need to eat| 



























something  dreadful and 
refers to the feeling you get 


when you are the only one | 


wearing his cap on the first 
day at the local, posh, public 
school). If you want to move 
on and there is a 
nearby you will always be 
noticed, and possibly 
capped, unless you first 
press T allowing you the 
options of either hiding, or 
disorientating The Tripod by 
onda À ts communica- 
tions with a radio or dazzling 
it with a strategically placed 
mirror. 

If the screen layout resem- 
bles Lords of Midnigh tor 
rather, Doomdark's 


Revenge, as the shading for | 


the sky is very similar) then 


[that can hardly be a bad | 
| thing given that game's uni- | 


versal appeal. The Tripods 
has a very pleasing appear- 
ance, the sort that lends itself 
well to colóurful screen shots 
in glossy magazines with 
trees in full blossom, fields, 
marshes and farms, wind- 
mills and ruins, castles and 
small towns. When the day 
clock at the bottom of the 
screen runs out you will be 


Tripod | 





forced to camp until the next 
day. our food then goes 


down while you eat and your | 


health improves with the 
rest. At the end of the week 
the items you are carrying 
will be examined and the 
worn out or broken ones 
thrown away. Also, all four 
layers receive an update. 
e next players then get a 
turn where even if they fol- 
low the same route may 
meet different people or ex- 
perience greater success 
than yourself. 
This is the paragraph that 
has our Tripod hopping en 


| one leg. This game is so slow | 
"vou become aware of grass 
growing and the vastness of | 


geológica! time. kt thus joins 
e pd ca nda populace of 
the home for geriatric games 
and its founding member, 
The Wrath of . After 
five minutes you become 
lethargic and disinterested 
as If ie in one of those 
interminabte college lectures 
where everyone falls asleep 
to the metronomic chantings 
of the ranting crony at the 
front. This simile is most apt 
as it is the feeling of non- 





involvement which strikes 
vou about the game. Move- 
ment is often restricted, 
choices in any one frame are 
between picking up an item 
or not, or talking to a stranger 
or not and the results of your 
actions are similarly hit or 
miss. Arbitrariness and a 
deep detachment win the 
day, so much so that even a 
dedicated reviewer cannot 
muster the patience to check 
whether this game really 
expects three people to sit 
and wait all that time while 
one person completes his 
moves. 

The Tripods is a real-time 
game butthis feature is rend- 
ered almost useless since it 
is painfully slow due to much 
of its action relying on 
BASIC. lts complexity does 
not warrant the label 'strat- 
egy and there is little left to 
do but choose between 
move, eat, pick or examine 
pack when the program 
eventually delivers a prompt 
for you to do something. The 
Tripods is somewhat similar 
to the strategy classic Lords 
of Midnight but does not 
offer as Uh PRENDE O in 


movement, as deep a pers- 
pective a landscape or reas- 
ons to choose one direction 


over another. To the extent. 


Doormdark's Revenge expan- 
ded upon a tried and tested 
theme, The Tripods does not 
develop the television series 
to its full potential and pales 
in comparison. 


COMMENTS 


Difficulty: Easy to play but 
will probably take a while to 
complete. 


' Graphics: Quite good 3D 


rbd as in Lords of 
idnight 
Presentation: With text on 
both top and bottom of 
"dani rather messy 
esponse: Very slow, has 
át continually prodding 
yboard for a response 
General Rating: Although it 
takes many ideas from LofM 
itis a bore, Overpriced, 


Atmosphere 6 
pri N/A | 
E 
Debuggin ue E] 
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“ROBERT 
liz: zar, the people 
TAS! riihos C OUT OF THE | 

ich Derek Brewster thought 
| adventure he had seen in 
December Issue). 


| objectives, You w 


computerise the tupi 
master in effect — keeping 
rules and regulations o 


game as minimal as bio a 


allow the player to get involved 
in the game itself. You will play. 
the part of the main character, or 
protagonist, and will be in an 
environment where other lead 
characters exist who each, pane 
their, own aims and, 


ing against ear 
times worki 


Eli Envira 
Re tha apo 


e is buying its 

irket and some of 
back-room comp- 

ve survived to grow into 
“organisations. There's lit- 
t that if Mizar had been 

| a couple of years ago, 
would ve had little 
establishing 

Nhat problems 

a smail software 

- an excellent 


“| than the program dr 
; davs En 


obert says, 


| Ses that edbaldo F: 


hype is nesded to sell it The 
marketing side of software pro- 


| ducton is now as ir 


the content of the goma; itself— 
and in some cases is do better 


+ VOL 've got to 
to the big dit 


r games ( 

il probably 
À first before 
+ a look in. 
simply aren't 
evel opinion 


3 be around doing 

innovative. HF we 
With a publisher we'd 
a up producit an. 


rather than being 
í me up with new 


3 be: tomb at 

jard added ruetully, 
Houshy very small as 
cing a new game with 
nth lag time we need 
BS We can only get 
evenings and week 


niess some parts of the 
dbution trade brushes up its 
5, a lot of smaller firms like 
fselves may end up being put 
ofbusiness — we've already 


had one distributor go bust on 


us, and it hurts when you're 
small — the large organisations 
with lots of money behind them 
can ride such problems.' 
It's not far shortof amazing for | 
a new software company to get 
a CRASH Smash with their very 
first game. Migars existing 
product, and their plans for the 
tuture should see them firmly | 
established amongstthe leaders 
in the adventure/róle playing 
field. You just wait and see — 


| and while you're waiting for the 


distributors to catth on to the 


| fact that you don'thave to be an 


established  mega-corporation 
to write a first class game, you 
could do a lot worse than while 
away a few hours with Out ofthe 
Shadows. 





NA 
E 
je 


ho gome oftho film by 
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FOX | 
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E 
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The Gremlins have been out 
again in SIGNPOST, They 
changed Farttame s location 
in Lords of Midnight to the 
Towiar Or A ehanar it should 
have been the Ruin of 
Coroth. 
Ivar Bu 15 from 
Shrewsbury complains 
about the mapping of adv- 
entures and writes 


Ta | 
apo 


| LE! TINTA C) 
SETTDE DOC: 
| , 


Eu vernt 

| z E - 

| vvith a) | 
AQ Im pÓOss 


| E Ls J 1 


PATI E -; 
KUFES, 


IF Re ko he 


MIM San 


| don't know about being 
influential but this is one 
sinner who has now repent- 
ed. ltoo hate unmappable 
areas and after an awful lot 
of adventure playing | can 
only conclude that such 
areas add nothing to a game 
but annovyance. The worst 
unmappable area is the 
maze (which for some total- 
ly mexplicabte reason all 
adventures seem to contain) 
and is ilogical and out of 
context in most games. At 
best the maze can only be 
described as an extremely 
unoriginal space filler! 

Level 9 has been taking 
quite a bit of criticism about 
their change of style. One 
such crític is Ron Vvelis of 
Brentwood who writes: 


What on earth are Level Sup 
to? After establishina them 
vas as the | ge Tab? 
enture software ha with 
30y, | «EMMA CK 
they have, witi 


Den, o ne totally 
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unpiga ani vel 
colour combination, 
unegasy on the eves 

The topic of sex roles in adv- 
entures crops up now and 
again inthe SIGNPOST iai 
id on this subject Ms Su 

| 1 from Dudley writes 


E a po ur E | epraea, 
of Dvespair and vel 


again my character is the 


A TRES 


[ mo q ” 
[ATLAS 
dd ms - E E | 


Ss do the normal(?) sex 


| 
les a pI | 7, 2 My 


pr 
T 


vaIsSn 
até Char 


only 
icters 

| | TO E o E r al E 
Ls 


mer ande ft 
O a o ar 
IL dare the coil 
rs* Aner all 


E BDriae Als Pt 
E = or F | IES, y VIE AS 


ne galmer 


a Pu ua 7 
] 


programimi ave fi 
oisnotdetmethegendero! 
he program of 
much 
the ta [o 


| 
a o | ri 
Characiers im 


bootklet. Hyvould be 
nicer to 


read ofthe 


wortd hes in your hands 
rather “Mm his hands 
Remember you are writing 
programs for us, and a lot of 
us are female! Please think 


E 
Lito 


than 


fore vou code, 
Many adventures go to great 
lengths to develop the plot 
and atmosphere with a 
detailed story before the 
game is started. Under such 
circumstances, as indeed 
werth any novel, it would be 
dificult if not impossible to 
leave the sex of the lead 
character undefined. | feel 
that the two programs that 
you mention do fall into this 
category, however, after 
saying this | agree that most 
programs could be a little 
more flexible on this subject 
by either allowing sex to be 
defined at the start of the 
program or by avoiding any 
reference to gender. If you 
want a really good adven- 
ture with a female lead char- 
acter, try any of Level 9'5 Sil 
icon Dream trilogy. 

Glenn White from did 
mouth with his friend Derek 


Johnstone has solved the 
murder case in Melbourne 
House's brilliant Sheriock 
and has supplied some tips 
wilich other detectives may 
find useful, 
Upon starting, get the tamo 
ure Watson tol- 
lows vou, After getting à 
train from Victoria Station 
get off at Kings Cross and go 
to ptattorm 3. Ifyou haven't 
dawnted along the way vou 
should see Inspector Lest 
ade. Follow him into the train 
and when vou reach Leathe 
nead tis a good idea to fol- 
lovv him untilvou have been 
around the Brown's house 
and the dones' house, T vou 
dom tyou wi bestonped at 
the gate by a policemar 
Also, it vou do fóllow him, 
vou getall the alibis. When 
Basil Phipps house 
ch [5 south fromthe 
main street) vou will find im 
his bedroom Baroque music 
on the piano and Chopin on 
the: ram apnone, C “Oompare 
this vvith his alibi! 

inspector Lestrade thinks 
the killer is Percival Ffoulkes 
use his initials are on 
Met strumpled note 
ano Ec auEs ne knocked out 

Policeman. This is 


and makes 
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vou cai A open the safe am 


las Eos] 


You ol 


Iwo addresses, one at 


Ti e W 


Basil. 


NOW for some at 


|| 


Ra 
Diap, 


addresses, one 


OR 
in Camden Street in Londor 
which 15 reached by calli 
cab outside P 
Station. 


ER 


26 the 


Di WWW 


l ) 


me blaú mail letters. If 


safe before this 
TSA not D W 


tra Ee 


Phipr 1S has two 


iva] Ffo 


addin groNm 


| JlkKes ; 


Sidmouth Street and 
Slater Street, 


can he reache 
Stre 
Iricia Fender |j 
man Streel 


door y 


GOL. 


| Fa | o! 


DO 
E 
O Tr 


OT 


[in 01 


Es 


ia = 
IE Corr For) 


Leatherheai o and one 


ic 


om Baker 


VIE 


Ed) a * 


La A 


- dm 
ER H E) 
oo RS Nos bd id 


g rt - 


rom Shertock'shome| and 


E 
L) 


There are twon 


ai ddresses - Er 


OL vviti T 
speed fil 


ad bra, 


Eçi 


E q! | 


ackmai 


sttreito 


] F 
ar MH nm + = 
RRELF| “| 1) La E] | |” 


Ertel 


Mar F [= F 


Port 
LI ET: 


E K a f ] 


' 1 for | 








“eniffº was his only reply, 
and the tears began to 
fall, 


- COMPITITION! 
A Chance to Win Some 
Loverly Prizes AND an Exclusive 
Behind the Scenes Glimpse of 
Ogre's Lair — Automata!!! 





We had to do something. 
ltwas time for positive 
action. Threadbare 
carpets shrink when 
they're cried on, and the 
office tea kitty had already 
been raided to buy Lloyd 
Mangram a desk, lt was 
stop the Piman crying 


e o time, or no tea for weeks. 





In an exclusive interview 
with Automata's Piman 
who visited CRASH's 
offices in Ludlow the 
other day on a top sécret, 
hush-hush mission, we 
learnt that Croucher and 
Penfold are now driving 
the lrttle pi-people like 
slaves, 


An ashen-faced Piman 
revealed the limits to 
which he is being pushed. 
'Orders received in the 
morning post are now 
being despatched within 
a couple ofhours... 
customers have started 
ringing up the office to 
complain that their goods 
have arrived too soon!" 
he choked. 'l had to come 
and tell you ofour plight.' 


Nose quivering with 
emotion, Piman 
explained that the whole 
Automata operation has 
now been geared towards 
catering for the mail order 
market. There's not even 
time for a game of cards 
at work any more, let 
alone cups of tea ... and 
they're taking all the 
credit for my 10 pack idea 
too, the rotters.' 


We putitto him that it 
could be a clear case of 
meglomania, following 

the success of Deus ex 

Machina which was voted 
“Program of the year' in 
the Computer Trade 
Association's annual 
awards. It's very good, 
after all, we reminded 
him, showing him our 
review in November's 
CRASH... Croucher and 
Penfold'|l getoveritsoon, 
vou'llsee, we said 
reassuringly. 


What to do? 


Then inspiration hit us. 
(Ouch!) Why not suggest 
a new 10-pack when you 
get back? Make sure they 
give you full credit for the 
idea this time, and 
suggest that new 
programmers be invited 
to submit their programs 
to Automata for inclusion 
on a royalty basis!" we 
suggested, hopefully. 


Dry-eyed, and smiling 
once more, the Piman 
hurried out of our offices. 
We breathed a sigh of 
relief and coughed over a 
Woodbine. He was happy 
again; our carpet still 
fitted — and best ofallthe 
tea-kitty was safe. Bliss. 
Happi-ness restored, 
Another satisfied client 
for the CRASH 'Z Team'.. 


Another day dawned. The 
Ludlow sparrows had just 
given up banging on the 
office windows 
demanding breakfast 
when Croucher rang up. 
“Hi, I've just had a really 
good idea ...we're going 
to do some more ten 
packs, he crowed. 'Mel 
and lare going to get lots 
of new programs and put 
them onto a new ten pack 
— |f any ofyour readers 
wantto send usa 
program we'll make sure 
they're not rooked... 
we Il pay royalties, on 
timetoo. Ta ra! 


Fink! Why can't they treat 
the Piman as well as they 
treat their programmers 
down at Automata? Weil, 
we tried.... 


All characters É Automata UK Ltd. 










































the Piman spenta while | 
scratching his head (and 
his hooter) and came up 
with ten reasons why he 
thinks buying software by 
mail order is good for 


Before he came to see us, ( 


you. 
Trouble is, he left the f 







CRASH offices in such a TAKE NOTE 2 
rush that he forgot to put F THE 
them in the right order — PETITION! 
so we'll have to ask you to Gy Ss -— 
finishthe jobforthelittle BN OND Bs 
pink person before he toi 


gets into more trouble 
with those mean 
Automata ogres, 
Croucher and Penfold. 

We've printed the ten 
points ol” pinky gave us 
and labelled them A — J. 
What you've got to do, 
using every last reserve of 
your skill and judgement, 
is to choose the five most 
important reasons for 
buving software by mail 
order and then put them 
inorder of importance. 

For instance, ifyou 
think B is the most 
important, write it down 
next to 1, and so-on till 
you reach 5. Then stop 
and send your entry in! 
Entries, as usual, on à 
postcard 3 


tos 
AUTOMA TA COMPETITION 
CRASH, PO Box IO 
LUDLOW ,SHROPSHIRE 
Sr6 IDE by APRIL. LN. 
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mM The prizes? Oh yes, the 
mm prizes. 


The first five correct 
solutions out ofthe bag 
will win a copy of Deus ex 
E Machina, andcopies of 
Piman's greatest hits Vol! 
| and /!; the next five 
correct entries win a copy 
| of Deus; the next ten 
| solutions will win their 

| very own 10 pack and last, 
mM but not least, ten lucky 
Ma winners will have their 

| personal copy of Go to 
à Jail. 


CEDER ROCECSOROADOCADORDoanod 


Pt Ooo e al nte Pnad OA o a a O SA PA 
* Alright little Pi-person, | can't take the risk of not 
winning a prize, YOU win — please supply me with the 
following: 


DEUS EX MACHINA 48K Spectrum 


Winner ofthe 1985 CTA 'Program of the year award. EMGMQDE] 


GO TO JAIL 48K Spectrum 


The classic property-rading game, where your Spectrum can play. EGMO [| 


10 PACK 48K Spectrum 
Compi-lation of Pimarr's best — includes: | | 
Morris meets the Bikers; Olympimania; Crusoe; New Wheels John?; Pi-Balled; 


Pi-in “ere: Piromania; Yakzee; Darts and Pi-eved. E10.000) 


MUSIC MAESTRO (0K Tape Deck!) 
£3.000) 


Piman's Stereo LP Casseatte E3. 
Piman's Greatest Hits Vol. 2 [3.000] 


Lenclose the right money, or debit my ACCESS/VISA card 


Ny Card numberis .....ccsesre ra A EXDAVCRAO assar sem rs ret aaa da O A 
Cardholder & Sans a sam e pan Sd a LS REA ITA RAR 
CER PARE o rot pipi io pai ES to EQ EE pa PA COPE RT aU a pd aa LAG 
do BAT go o; PNR PRDRREI  o UR GA RPO OR RO RR A SD ARE ORDER ARTUR SR RT 


a vaintrtacposrocincandotorinas eres recria a a 


pecpigpeld so tl pla eg a passa a a a ond mp mn ma dom doado bmtincealnad cares a bes 


NO EXTRAS! AM our prices include VAT and Post & Packing. 
24 hour Credit Card Hotline (0705) 735242 


send your order and payment to: 
Automata UK Ltd, PO Box 78, Southsea, Hants. PD4 95L, ENGLAND 


(OOo OdACOSCODADECHESESEADESs aa. 
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DENRONRRREREEEERENEEERESSENEENAEENEEEE. 


A college in Aberdeen recently advertised an even ing class 
tor people wanting to know more about microcomputers. 
There were twelve places available on the course, but over 
| two hundred applications came in — mainly from parents 

wanting to keep up with their children! 
| Children are much more receptive to using computers than 
| adults are. An adult, faced with a micro for the first time, 
tends to be rather nervous about touching the keys in case 
| the machine is harmed; children, however, have few such 
| fears, The easiest way for someone — child or adult — to 
become familiar with a microcomputer is simply to load a 
game and play itfor a while. Then, the move towards le rning 
basic prograrnming skills can be made more confidenthy. 

| have reviewed three educational programs this month, 
and they are all games which parents could profitably help 
| their children play athome. A child or teenager working on an 
educational game alone needs a fair degree of motivation, 


INTERMEDIATE 
LEVEL MATHS 


| how to work out the correct 
answer. 

| The final two programs — 
Number Line and Factory — 

are based on games formats, 

the former beginning with 

| Sums using positive and 
negative numbers, then 
progressing to agame on the 


Producer: Scisoft 
Memory required: 48K 
Retail price: £ 
| Age group: this is not | 
specified anywhere in the | 
package, but it would be 
suitable for 12 — 16 year 
olds 


In spite of the dull title and 
packaging, TE AETARE: 
| tutorial package is very well 
| thought-out and competent- 
| ly produced. It contains five | is the most enjoyable of all 
programs; Tesselations; | the games in the package. In 
Number Machine; Graph: | 
Number Line and Factory, 
For the uninitiated (including | 
| myself before | used this 
| game!) a tesselation is a 
mosaic pattern in which all 
| the pieces fit together to 
cover a space completely. 
The first program allows vou | 
to design and colour a var- 
iety of patterns using the 
| arrow keys to move the 
shapes and 'P' to paint them | 


numberline. My fifteen year | 


old testers loved this game, 
and it certainly gave them 
excellent practice in mental 
arithmetic. Factory though, 


making cases of Fizzbees 


must decide how many 
Cases to manufacture each 
week, what the selling price 
will be and whether or not 
money should be spent on 
advertising. The computer 
works out the sales figures 
and says if you have made a 
profit or loss. This game is a 


very clever way of encourag- | 
| ing children to apply their] 


| | The second program 
| draws a number machine 
and requires the player to 
find the rule it works by.| 
Beginning from the very | 
basic 'Put in 4, out come 8, 
the computer continues to 
simple algebraic equations 
| Suchas y=2x'. This certainly 
| is à program which encour- 
ages the player to think, and 
| 15 an excellent way of expl- 
aining an algebraic concept. 
Graph builds on what has 
been learmmt in Number | 
| Machine — the computer 
| draws a graph of an equat- 
tons and a choice needs to be 
made as to which of three 
given equations produces 


mathematical knowledge in 
a practical situation. The 
pupils who tested the game 
were quickly engrossed and 
a great deal of lively discus- 
sion was generated as they 


manufactured, 
prices and so on. 


the selling 


been approved by teachers, 
Is really very good value, and 
would be useful for home as 
well as school use. Às one of 
the testers said, | don't like 
maths and | wouldn't have 
bought this game for myself, 
but the program makes 


a very clear explanation of | the Factory game” 
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this program, the player is in | 
charge of a small factory | 


iwhatever they are!) and | 


| as possible are used for 


debated the quantities to be | 


This package, which has | 


everything seem quite inter- || 
that graph. The booklet gives | esting and | really enjoyed || 


and must apply a lot of concentration to succeed The fifteen 
year olds who tested these games for me were initially quite 
happy to work by themselves without assistance, but after 2] 
short while | found some intervention was needed. Wetalked 
about the games, discussing the quality of the booklets, the 
graphics and so on, and then | was able to draw their atten- 
tion to the particular educational features ofthe programs 
which | considered important. | would hope, therefore, that 
parents and'teachers would be encouraged to getinvolved in 
the same way, helping the young person use these gamesto | 
their best advantage. 

Many adults today lament the advent of, first, the tele- 
vision, then the microcomputer, claiming that these invent- 
ions have killed the art of conversation. Now they have the 
chance to rectify matters by joining their children at the 
computer keyboard! | 


Ely H ATOM Ai 


sd H | WERE 


INTERMEDIATE LEVEL 


responsive 

Use of colour: sensibly 
| limited for the sake of clarity 
| Insome games 
| Graphics: very clear 
simplicity General rating: highly 
Keyboard play: very fastand | recommended 


COMMENTS 


Control keys: as few keys 


Algebra in graphic form — can you name the graph? 


Ea. E. 2 
Eh, UH 


E A r 





DISEASE 


| Producer: Sinclair/ 

| MacMillan Education 

| Memory required: 48K 
Retail price: £7.95 


| k 
| ida M 


RP 
| the pupils who played the | &* 
| game with me as represent- | Mk 


Sa 


ing 'broad categories of ill| = 
ness ... ranging from the | 
common cold, flu, cough, | 


Author: Five UFVE NE Ms a a RARE () À | sickness 
[E Esc APAE a | ones such as malaria' as is | 


Software (Science 
Horizons Series) 
Age group: 8— 14 years 


The educational aim behind 
this tutorial-type game is to 
show that health, diet and 
Exercise are interrelated. The 


arcade format has the player | 


trying to help the Dodger 
family to build up immunity 
to avoid the onslaught of 


| attacking germs, by eating | 


wisely and my taking the cor- 
| Fect amount of exercise. The 
program attempts to show 
| that different countries of the 


world have to cope with dif- | 


| ferent problems of health 


World presents greater prob- 
lems in avoiding the dangers 
Of life than we face in Europe. 
The game begins with the 
Dodger father — who is the 


ro 


| becomes 


|Aincluding a 


to more serious | 


the intention, but simply as | 
enemies which 'zap' the | 
Dodgers. Some of the foods 


| are very difficult to identify 


from the graphics, and it 

increasingly 
unlikely that the player will 
see how a balanced diet 
range of 
vitamins, protein, carbohyd- 


= | rates, fat, mineral salts) influ- 


Soma of the moro vile diseases try to dodge the plaper's scrutiny 


easiest to keep alive — and 
then becomes progressively 


| more difficult with the other | 
| and diet, and tries to show | 
| that staying alive inthe Third 


members of the family - 

Mum, Granny, teenager and 
toddler, each of whom has 
different dietary require- 


ments. The final target is to | 


keep all of the Dodgers alive 
in all of the countries. The 


lIenclose £ 


game cashes inon children's 
atiraction to the arcade 
format, attempting to use it 
as a vehicle for sound educ- 
ational aims. Unfortunately, 
however, the arcade element 
Is 80 successful that much of 
the message is lost: for 
example the germs attacking 
the Dodgers are not seen by 


| ences health, 


The copy we tested 
seemed to be faulty. No | 
matter how we tried we | 
couldn't make the exercise 


| option work. 


Disease Dodgers is thesortof 


| educational game which, in 


spite of having a laudable 
aim, does not wholly | 


| Ssutceed. The packaging is 
| probably 


not  attractive | 
enough for the game to be 
bought by teenagers; and it 


We always carry a limited supply of 
BACK NUMBERS for readers who may 
have missed out on earlier issues, Fill 
that gap in your Binder by ordering 


back issues of 


CRASH 


Unfortunately we have no stocks of 


Issue 1, which has sold out. 


| Issues 2 — 7 at 95p each 
E Issue 8 onwards at £ 1.05 each 


Postcode 


BACK NUMBERS, CRASH, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB. 
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RACE 


Producer: Hill 
'MacGibbon 

Memory required: 48K 
Retail price: E9.95 
e STA VEVE 
EE 

| Age: for anyone wanting 
to learn to sail 


Facht Race is one of the Hill 
MacGibbon “Games to 
| stretch the mind” series, and 
is perhaps best described as 
à computer version of the 
Teach Yourself book. The 
| Learning to Sail section of 
the program is aimed at the 
| complete novice and covers 
[techniques for steering a 
|dinghy, trimming the sail 
and setting the balance. The 
top half of the screen shows 
the view you cansee overthe 


bows of the dinghy, while | 


[the lower part shows wind 
|direction, the direction in 
[which you are sailing, and 
| features indicators for bal- 
| ance, sail-trim and speed. 

| By pressing C and V the 
| Player can look towards port 
| and starboard respectively, 
| and can also check the posit- 
ion of the dinghy on the 
course by pressing E to see 
the computerised chart. À 
| printed chart is also supplied 
| With the game, and this gives 
| the position of the obstacles 
| Such as sandbanks, rocks 
| and sunken wrecks. After the 
| basic 


sailing techniques 


| 


have been mastered, the 


player can progress to var- | 
IDUS races against the com- | 


puter boat. 

The accompanving book- 
let is very comprehensive 
and clearly explains the skills 
to be learned, There isevena 
glossary of sailing terms 
such as  “tacking' and 


vara. together with a few | 


Facht Race rules, eg. a wind- 
ward boat keeps clear of a 
leeward boat. 

There are, however, a few 
problems with the graphics 
in the game. First of all, the 


nn 2 E = EE» 0 ea 


E sinci=ir 8 
E & Macmillan BR 


a” 
E a 
RD. 
rated 
ER 
t 


| seems that the game would 
be of limited use in the 
| Classroom because of diffic- 
ultias encountered in identi- 
fying the food, and the fact 
| that the diseases are not 
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| specified. The pupils who 
tested this program for me | 
| quite enjoyed the arcade | 
format, but at the end ofitall, | 


they had learned very little, 
The only way this game 


might be of value would be | 


with a fair amount of adult 
intervention, so that the 
player would be encouraged 
to talk about the relationship 
between weight and health, 
and then perhaps research 
the diseases prevalent in the 
countries mentioned, 


| COMMENTS 


Control keys: much easierto 
lay with a joystick 

Keyboard play: good 

Use of colour: reasonable 


| Graphics: the types of food 


| are not easily identifiable 


General rating: fair 


| 
| 
| 
| 


An example of tha improssiva 
soa and land are tha same colour 


water is the same colour as 
the land, which takes a lot of 


getting used to; secondly the | 


perspective Tails to change 
according to the distance the 
dinghy is from the shore, so 
that constant reference to 
the computerised chart is 
essential, 

All in all though, the prog- 
ram is very good value and 
as my testers agreed, would 
be enjoyed by seasoned 
sailors as well as by comp- 
lete beginners. 


COMMENTS 


Control keys: it is difficult to 
remember all the keys which 


[ 
| 
| 
| 
, 
| 


are to be used, though the 
booklet does print a 
summary. Two keys eachare 
required to operate the 
rudder, sails and balance, 
then C to look to port, V'to 
look to starboard, and E to 
display the chart. 
Keyboard play: rather slow, 
butthis reflectsthe slowness 
ota dinghy to respond 

Use of colour: reasonable, 
though water and land are 
the same colour 

Graphics: fairly good 
General rating: at £9,95, 
Yacht race represents good 
value for money, andisa 
area introduction to sailing 
or the novice, as well as 
providing interest for exper- 
ienced sailors. 





YOU MARVELLED AT BEACH-HEAD.. 
NOW ACCESS PRESENT THEIR LATEST MASIERPIEOE: 


Dealers! For information on how to become a U.5. Gold Stockist write to: Ce ntreSoft, Unit 10, 
The Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone: 021-359 3020. Telex: 337268. 








EE ra oo RES 
E E E ESA 


AZ) E | 


Available SPECTRUM 48K £6.95 COMMODORE 64 £7.95 
NOW for AMSTRAD CPC 464 £€7.95 


SOFTWARE STAR is the NEW game launches, advertising, 
game from Kevin Toms, who financial problems and more while 
designed the Software Classic — trying to produce chart 
FOUTBALL MANAGER. topping successful games, 
SOFTWARE STAR allows you to One other thing, SOFTWARE 
"y your hand at running a STAR has that gripping 

successful software company. You  Addictive quality that all 
ha ve to cope with staff problems, Kevin's games have! 


NOW AVAILABLE FOR YOUR COMPUTER: 
— FOOTBALL 
FOOTBALLA y M A NAGE KH 


MANAGER: 


FOOTBALL MANAGER 
is available for the following 
computers: — 

AMSTRAD CPC 464 
COMMODORE 64 
SPECTRUM 48K 
ELECT em 


a e ED A RE ma EA ra Rr, 


E 


do ee 
Em 


VIC 20+16K 
(soon for MSX) 








Producer: System 3 
Software to 
Memory required: 48K 
Retail price: £7.95 
Language: machine code 


The Ecyclopaedia Galactica 
(AD 4020 edition of course) is 
almost as oft-quoted a tome 
Fafe e Encyolopaedia 
forebear the Enc cia 
Britannica. The inlay of this 
new game from a company 
new to the Spectrum has a 
long quote from Galactica 
which, in the time-honoured 
tradition of cassette inlays, 


trench, 


Eu 

a DS 

CC Fr 

e 

ras CÁ 
PET T: 


Prepare for launch! 


has suitably little to do with 
playing the game itself. What 
It does tell vou is that the 
Death Star is apprasem 

and threatening Earth a 

only one hope is left. You 
guessed it, sucker, that's 
telas rs safely inside Star 
ighter One. No one needs to 
be told what a Death Star is 
in detail; it's a big, round 
metal moon with a deep and 
heavily defended equatorial 
and a single 
weakness, the central core 
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which an 
accurately placed photon 
missile will be able to reach 
the core and blow up the 
Death Star. 

“Death Star Interceptor 
kicks off with a very good 
rendition of the 'Star wars' 
theme (the game is officially 
licenced) as your fighter 
waits at the asa of the 


vent | down 


screen to be launched into 
space. There are three play- 
Ing screens, the first is really 
an effect rather than a diffic- 


stars look às 


ult game sequence. When 
the music finishes the comp- 
uter says, Prepare for 
launchir a! quite without the 
aid of a Currah Microspeech 
unit. You must then take off 
and fly the fighter through 
the dead centre of a series of 
concentric rings represent- 
di iria into hyperspace. 
e second screen issetin 
space. Earth is seen receding 
on the right, leaving your 


fighter alone with the stars— 


but not for long. Some ofthe 
cugh they're 
moving, and getting bigger 
— and they are. Several Tie 
fighters and other types 
zoom towards you, weaving 
and spinning as they come 
into the attack. You are so 
busy dodging their lethal 
blasts and blowing them to 
smithereens that at first you 
fail to notice another star get- 
ting brighter. Suddenly the 
point of light grows and 

rows until you realise it is 
the dread Death Star itself. H 
you survive this screen until 
approach to the Death Star is 
concluded, you will dive 
down on the metal moon 
and into the equatorial 





angles. The defence centre is 
large, weil drawn and very 
colourful, also it disintegr- 
ates very nicely as your rock- 
eis explode on it, | must say 
that | enjoyed this game 
immensely, although the 
first few sequences become 
a bit trivial after a while if not 
irritating.. Throughout the 
game there is constant 
sound and beautiful, very 
realístic explosions. Every- 
thing is well drawn and the 
30 perspective is wonderful. 
A worthwhile addition to 
your collection if you fee! up 
faving this exceptionally 


to 
difficult game.” 


O Like Geach-Heaod, Raid 
Over Moscow offers good 
value in that there are 
several different types of 
shoot em up in one, includ- 
ing some excellent 'Zaxxon' 
Ype  sequences. Arcade 
skilis are required to survive, 
as well as some simple 
elements of strategical think- 
ing. The bombardment of 
the defence centre is a sortof 
very souped up version of 
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Eoxxon-style Frodo soreen - fighitiray pour map to Moscow 





the old DK'Tronies' 3D Tanx 
and it works really well — a 
hard little sequence. Graph- 
ically this game is accomp- 
lished, using large charac- 


ters and smooth scrolling, all 
very clear and bright. | found 
Raid Over Moscow absorb- 
ing, addictive and fun to 
play. Recommended.' 


ponto 


Control keys: 1/P left/right, 
O/Z up/down, N to fire — 
these are preset but they are 
also user-definable 
Joystick: Kempston, Sinclair 
2 Cursor type 

Keyboard play: very 
responsive 

Use of colour: excellent 
Graphics: excellent, large, 
smooth, detailed and varied 
Sound: continuous with spot 
effects 

Skill levels: 3, easy to hard 
Lives: 9 fighters, but 
depends on stopping 
missiles 

Screens: 7 

General rating: very good to 
excellent, mixed feelings on 
content, but two reviewers 
thought there was plenty. 


Use of computer | 90% 
Graphics 86% 
Playability 89% 
Getting started 96% 
Addictive qualíties 85% 
Value for money 859% 
Overall 92% 
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trench. 

>creen three is a 3D birds 
eve perspective view of the 
trench which scrolis towards 
oi Your fighter can move 
eft or right as well as up and 
down. The sides of the 
trench are dotted with laser 
cannon, the base with fuel 
dumps. More tie fighters 
come screaming up the 
trench at you, and later there 
are laser beams ranging 
across its width which you 
must fly under or over. lfyou 
survive this section for long 
enough, there will be a 
chance to drop a photon tor- 
pedo down the rapidly appr- 
coaching vent. Success will 
see you fly up out of the 
trench, and tuming round, 
ou will see the receding 
eath Star disintegrate in a 
massive explosion. But don't 
worry — with one down, 
there are many more to 
come with tougher 
defences! 


CRITICISM 


O '| saw this game some 
time ago on the CBM 64 (by 
the same company) and 
there isn't the slightest doubt 
that the Spectrum version is 
far superior (nothing to do 
with petty inter-computer 
Protege either). The “Star 

ars theme at the start is 
excellently done and the 
5 h bit isn't bad either. 

e first screen is simple 
enough not to become too 
serious an irritation between 
games. The second screen is 
pretty amazing, a real fast 
shoot em up with astonish- 
ingly smooth 3D graphics 
thai really do come rushin 
at vou. lhe perspective ef- 
fect and sense of depth has 
to be seen to be believed. In 
the trench the colours are 
perhaps less effective, but 
the saving grace is the speed 
and clarity of the scrolling. 
Death Star Interceptor (along 
with | Incentive's Moon 
Cresta) mark a new era of 
sophisticated shoot em ups. 
Great stuffl' 





O Death Star must be one 
of the fastest solid 3D shoot 
em up games yet available 
for the Spectrum. Once 
loaded, you are greeted with 
à glorious “Star Wars' theme 
music — try eia it dt's 
worth it. “Prepare for launoch- 
ing!" as ! shot through the 
time gate, the computer 
shouted. The 3D aspect of 
this game is truly amazing — 
tiny dots rapidly grow from a 





distance to become Tie figh- 
ters and other recognisable 
shapes. The speed at which 
this happens is breathtaking 
and incredibly smooth. 
What's more the animation 
isn't (as usual) just in one 
plane, but they twist from 
side to side as they wesve 
across the screen towards 
you, showing the various dif- 
ferent angles of their metallic 
make up. Moving into the 
trench all the usual defences 
are plastered on the sides, 
which tao impede 
your progress. lie fighters 
Zip towards you and laser 
barriers cause you to duck, 


Soria 


The inlay states that the 
game is graphically amazing 
and all too often this tums 
out to be untrue but in this 
case it is an understatement, 
The second screen sets a 
new state-of-the-art stand- 
ard for 3D shoot em ups. 
Again, | think the second 
screen is the most plavable 
and enioyabie, although 
very difficult to get through 
to progress into the trench. 
Fhe third screen is also extre- 
mely difficult although | 
didn't find it half as much fun 
as the previous one — still 
enjoyable though. Death 
Star is a game that will set 
new standaros for 3D spate 
shoot em ups. Terriífic fun.' 


& Speed, excitement, tough 





gameplay and good graph- 
cs are the all-important ele- 
ments of a shoot em up. 
Death Star has the lot. In the 
second screen the tactics of 
the enemy fighters gives the 
pace an impetus rarely seen 

efore. There are three dif- 
ferent tactics in play. Some 
fighters (they all weave 
about like crazy) come from 
the distance at you, others 
spring off the sides of the 
screen unexpectedly, career- 
ing round to attack, while 
otners actually leave the 
screen and then come rush- 
ing back on from 'behind' 
you. All the while, they are 


He fighters swatm towards you as the Death Star comes nearer 


twisting and turning realist- 
ically, We have had extreme 
speed with Dark Star but 
little game — a good game 
with Starstrike but line 

raphics — now we have 

eath Star Interceptor with 
speed, great graphics and a 
plavable game. This game 
will probably leave the 3D 
shoot em ups way behind 
until someone else comés up 
with a better game. The only 
boring part|l found aboutthis 
game was the first screen. 
Jumping into hyperspace 
became quite tiresome and 
irritating at the beginning of 
each new game, but then 
again, you have to start from 
somewhere. Overall, one of 
the best space shoot em up 
games in 3D ever. 





dOl suo ubeubaad: 





Control keys: A/Q up/down 
(airc raft type) O/P left/right 
and CAPS to V'to fire. These 
are preset, but board user- 
definable 

Joystick: Kempston, Sinclair 
*, Cursor type 

Keyboard play: very 
responsive 

Use ofcolour: a bit limitedon 
the trench screen, but 
excellent everywhere eise 
Graphics: amazing, fast, 
smooth 3D and with good 
explosion effects 








Sound: excellent tune, spot 
effects 
Skill levels: 3 — space cadet 
to commander 

Lives: 3 plus shields — loss 
of shield with each 5 hits and 
there are 5 shields (you'l 
need em) 

Screens 3 

ôpecial features: unaided 






e at start 

eneral rating; an excellent, 
addictive and attractive 
shoot em up requiring 
speedy refiexes. Good value 
formoney. 


Use of computer 91% 
Graphics 95% 
Playability 95% 
Getting started 92% 
Addictive qualíties 88% 
Value for money 87% 
Overall 92% 
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Producer; Knightsoft 
Memory required: 48K 
Retail price: £b.95 
Language: machine code 








Card games on computers 
have always been popular 
with software houses, but 
this version of Poker has the | 
| added dimension of the sed- | 
uctive Mindy to play against 
for clothes! | 

The actual Poker game is a | 
quite traditional version of 
five card draw. The compu- 
ter (Ossie) deals you and 
Mindy five cards each. You 
then bet against each other 
on the drawn hand until the 
| best are equalised, follow 
“this by rejecting the cards in 
the hand you do not want in 
an attempt to better your 
hand. Then there is a final 
round of betting until they 
are equal again, at which 
time the hands are “laid 
down” with the best hand 
winning. At any stage you 
may either STAND (do noth- 
Lo with the cards), BET or 
FOLD (concede the hand). 
Recognised Poker hands are 
used; in descending chrono- | 
logical order these are 
otraight Flush, Four of a 
Kind, Full House, Flush, 
atraight Run, Three, Two 
Pairs, Pairs and Highest card. 

After loading the screen 
| presents you with a dancing 
card with legs, hands and 
' head. This is Ossie, who 
 spends a lot of time like 
some fairground shouter, 
tempting you to play with 
Mindy (cards that is). Press- 
ing a key results in Ossie say- 
ing, Okay, let's play. Mindy 
says you'll play for her dress 
and she'll play for your shir.| 
On the left your five cards are 
drawn and displayed and the 
betting starts. 

To get Mindy beginning to 
undress is quite hard work, 
since both of you start with 
' £150 and only when that has 
gone will she start shedding 


The programmer has ensur- 
ed that she is reasonably 
well dressed, so there's quite | 
a way to go! 


| CRITICISM 


6 'Ifthey are well done, card 
ames on a computer can be 
un, especially as they offer. 
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After tha adl-action shoot em up — the first get em off game for the . 


Spectrum 


the opportunity to a solo 
player to enjoy two-handed 


games. This one has the | 
added spice of being strip 


poker, although cheating is 
possible as the computer 
obviously can not monitor 
your state of dress! The 
screen layout is clean and 
simple with Ossie using 
speech balloons to prompt 
the game at its various 


stages. Occasionally Mindy | 


will interrupt to use the 
balloon with comments like 
“You've just lost your shirt', 
or expletives of a mild man- 
ner if she loses alarge pot of 


at the rate of £50 per article. | money. some of her phrase- 


ology leads me to suspect 
that though she may be 


someone's wife, Mindy Is | 


clearty no lady. 

The input routine for bet- 
ting and changing cards is 
simple, but | did feel the resp- 
onse speed could have been 
improved quite a bit. Obvi- 
ously the striptease element 
of this game resides on how 





well the graphics of Mindy 
herself are drawn. Colour is 
only used on the left of the 


screen for the playing cards | 


and these are perfectly ad- 
equate in detail andsize. For 
the rest, all is black and 
white, The line drawing of 
Mindy is about as good forits 
size as you could probably 
get on a Spectrum, and 
manages to make her look 
reasonably attractive, if a bit 
solid of face. More animation 
would have helped and 


should be possible, but per- | 


haps the producers felt that 
this would make the pro- 
gram too expensive for the 
likely number of sales it will 
achieve. There is a limited 


market for card games on | 


computers — this one is a 


good Poker implementation | 


— it's largely a question of 
whether Mindy will help 
extra special sales.Clearly it 
should not be sold to juven- 
les over the age of eighteen, 
nor to Miners.' 


KnightSoft & . 


lower bets, numeric keys 1- 





alma À 





COMMENTS 


Control keys: 6/7 raise/ 


5 for card changes 

Use of colour: very simple, 
mostly black and white 
Graphics: cards well drawn, 
some amusing simple anim- 
ation on Mindy and Ossie, 
nothing stunning though 
Sound: card shuffles and 
useful beeps 

Lives: as many clothes as 
You can wear 

General rating: a reasonable 
implementation of Poker, 
buteven with the noveltyofa 
stripping graphic, perhaps 
not that compulsive after a 
few plays. 


Use of computer 68% 
Graphics 67% 
Playability 14% 
Getting started 12% 
Addictive qualíties 54% 
| Value for money 59% 
| Overall 66% 



















| Pretty sight! The final page in 
the sequence gives your star 
rating which ranges from a 
nobody to being a software 
star. The period ofstardomis 
given in months together 
with details of the financial 
picture to date. After this 
page you are given an oppor- 
tunity to save the game, 
| otherwise you start the long 
"hard slog all over again, the 

road to riches is not always 



















































Producer: Addictive 
Memory required: 48K 
Retail price; £6.95 
Language: 
BASIC/machine code 


Software Siar is the follow 
on from the hit game Foot- 
| ball Manager. The object this 
| time isto manage a software 
house and produce, for your 
board of directors, good 
profits and smash hits. You 
are informed that as Soft- 
ware Star's top programmer 
your personal ambition is to 
produce the most successful 
| games program and be a 
software star for at least 10 
months. Presumably this 
would then allow vou to set 
| up your own TT bike-racing 
team and live life up a bit. 
Your target for the game isto 
produce a pre-tax profit of 
E 10,000. | 
The opening screen 
explains the task and gives 
the target set by the direc- 
tors, the target always seems 
to be that same. To proceed | 
Viga must input your name. | 
e second page allows you 
to select a skill level, seven 
are provided, the first being 
'beginner, the seventh 
genius'. The third page 
begins the company profile 
section and shows the state 
of the bank account, the | 
current game on the market, 
listing its quality and how 
long it took to put it together. 
The program starts with the 
first game being called 'Soft- 
ware S' which took 5 months | 
to develop but its quality is 
100%. At the bottom of this 
page you are told how the 
| mags received the game. In 
this case it was 'excellent', 
Press enter and you will be 
invited to launch a new 
game. All that's required isto 
type in the name of the new 
ame. Now to the meat; we 
ave to deal with the em- 
ployees. The productivity for 
| the last six months is sum- 
med up and this can range 
from appalling to excellent 
— more often than not the 
current month's productivity 
is rated at poor. In order to | 
improve the the rating you | 
can offer incentives or incr-. 
gase discipline. “Sales force 
strategy deals with your 
sales in four regions. You are 
asked to enter the four 
regions in order of priority, 


















the first will be given a major 
sales push the fourth will act- 
ually experience a large 
sales drop. Public relations is 
minefield for real life soft- | 
ware houses, in the case of 
Software Star you are given 
two choices. You can take a 
chance and use 'hype' — wé 
have all seen how well that 
can work. Alternatively you 
can De honest and hope the 
public will appreciate just 
what à nice bunch of chaps 
vou are! 

H a game is to sell then it. 
must be advertised, espec- 
ialby if you wantto hype your 
image, so booking advertis- 
ing is a feature of the game 
that is fraught with traps. 

The most important page 
shows the charts. Your game 
will start creeping up the 
charts, but will it get to 
number one? The break even 
point (where your revenue is 
equal to the costs incurred) is 
shown on the screen to- 
gether with the unit sales for 
each game. When the charts 
position has stablised you 
will be presented with a sales 
revenue report which simply 
shows the revenue gained 
by the month's sales. The 
monthly statement page 
shows how you incurred 
your costs, subtracted from 
the month's revenue giving 
your profitiloss for the 
month. The last figure given 
shows how much you have 
in the bank — this is rarely a 





aris and smart logos. Unlike 
life Software Star gives you 
the chance to re-wind and 
start again. 










Wei SI 


O “Considering that the 







| Company stars with an 
overdraft of £ 10,000 and no 
games on the market it 











is cast more in the role of a 
Receiver than a Manager! 
The game is fun to play and | 
enjoyed naming games and 
trying to Hype them up 
through the charts. The 
tables, charts, and prompts 
are clear, easily understood 
and keypressing is kept to a 
minimum. As | played the 
game | realised how little 
influence | had over the 
single most important feat- 
ure — the games. When a 
new game is launched all 
that was required was to give 
it a name, nothing more, 
Everything that mattered as 
far as the game's success 
was concerned, its content, 
design, the type of machine 
it was aimed at, played no 
part in this game. líthe game 
was g00d it would have a 
high quality rating and 
would be well received by 
the press but there was 





























sure that happened, it was a 
randomly selected event: 
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O Football Manager has had 
an ardént following since it 
first came out for the ZX81, 
and it grew when the game 
converted to the Spectrum. 
Football is, of course, a 
somewhat more fascinating 
subject to most young 


people than being the 
manager of a software 
house. Football Manager 


was also the first program of 
its now oft copied kind, 
whereas Software Star is 
not | have the feeling this | 
may affect its sales general 
ly. However the game has a 
reasonabie amount of varia- 
tion in it and confronts the 
players with some realistic 
situations (although |! dont. 
know many software houses 
who could afford or have 
even paid as much as a 
£ 7,000 for a page of advert- 
sement. Quite clearly, as 
CRASH reviews just go to 
show, the design and con | 
tent of à game is the single 
most important aspect, and 
here the program lets the 
player down as the games 
chosen just seem to appear: 


"Software Star is a text-only 
found it rather 
simple in layout and actual 
variables, but difficult to 
play. If the summer slump 
indicated in the game is 
anything like the real thing, | 
really feel sorry for software 
houses. Generally, the game 
was mildly addictive but || 
don't think that at £6.95 it 
really represents great value 
for money.' 


À comments À 


Control keys: appropriate 
keys as demanded by 

rompts 

eyboard play: due to 
extensive error checking 
input tends to be slow 
Use of colour: most screens 
are very attractive 
Graphics: N/A 
Sound: very little and that's 
pretty timid 

kill levels: 7 
Screens: 12 main infor- 
mation screens 
General rating: interesting 
to play but the plaver does 
not have enough influence 
over such matters as the 
design of the games. 





Use of computer 50% 
Graphics N/A 
Playability 70% 
Getting started 68% 
Addictive qualíties 70% 
Value for money 73% 
Overall 64% 
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O-one can have missed the 
spectacular rise to superstardom 
enjoyed by Wally, Mikro-Gen's 
loveable but rather stupid anti-hero. 

Automania was his first “film! — 

“where he was busy working in a car 
plant, making motors; Pyjamarama — 
a nightmare of a game — had the lad 
we all love exploring his own 
dreamworld. And now, the CRASH 
Smashed Life of Wally has hit the 
streets with the Big W joined by other 
members of his gang in a full-blown 
arcade adventure, 

Life of Wally comes complete with a 
specially written single Everyone's à 

a/ly performed by Mike Berry, and 
features Wally's wife, Wilma and his 
uncontrollabie son, Herbert, who 
wanders around causing trouble 
wherever he goes. Tom, Dick and Harry 
also make their debut appearance in 
the game which is set in Wallyville 
(rumoured to be based ona realtowna 
few miles from the M7). 

Playing Lite of Wally which is a multi- 

| role arcade adventure is straight- 
forward enough, but the overall 
objective of the ga me — to collect the 
combination to the Bank's safe so you 
can open it and pay the gang — isa little 
more tricky. Hours of amusement are 
to be had, controlling the various 
members of Wally's gang. 
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For a little while now, the powers that 


| behave been thinking about conferring 


the ultimate accolade on Wally's 
shoulders. As a true Superstar, should 
he not have a fan club? Well, it's upto 
you, the Wally fans of the world, to 
write and campaign for one! 

We've had a chat with Wally's 
management company and a deal is 
currentiy being set up which will lsadto 
the formation ofan official Wally Fan 
Club, This could, at last, establish Wally 
as a true personality, raunchier than 
any rodent you might care to mention, 
more popular than any pop star, 
mightier than any menace.... 

ally's manager (all stars need 


| them) has asked us to run a 'Wally Fan 


Club' competition, With sponsorship 
from Wally's software people (Mikro- 
Gen), a totally unique first prize is up for 
grabs — a specially commissioned 
posaw is being made, using Oliver 

rey's artwork for the March CRASH 
cover — (without any of the words). 
Only one of'these jigsaws, but out of 
ga not cardboard ('Only the 
Dest”, nai demendes, “only the 
best.) will be made. And Oli's going to 
sign this jigsaw, so it's doubly unique! 
And the only way you've got a chance 
to lay your mitts on it isto enter the 
competition. 

A tew Wally mugs and hats will also 
be given away, as spot prizes, and 
thirty runners-up will get a e of 
Mikro-Gen's latest piece of Wa lyware 


For Everyone who 
Loves to create CHAOS 
out of ORDER, 
' here's an 
Opportunity to become 
Uniquely BOSSY!! 





“do you enter? Weil. imagine 
ficial Wally Week Fan Club 


U you TE going to send 
ih ; o to tell them 
DE Vay gondres they egr 
REI preço % Y 











AE 
Se e H , a 
ASS TM 
rare TAP Ui 
DESA PERSA] 
EN 
a RSA ER TJ! 


k 
a 

iz 

k 


e ly H 


2 + 


= Ms 
j - Ea 
- [E == ar 
ns 
i 






— Life of Wally— which retailsatE9.95. | 








O SBTtUD Decide: 





THE WORDS YOU'VE ALL BEEN WAITING 





WINNERS OF THE GI 
ERS GILSOFT 


| M Jenkins, Hinton, Hereford; M 
Kesterton, Chapél Allerton, Leeds: 
M Kearton-Smith, Shavrtorth, Nr 
Rochdale; James Lewis, Eastcote, 
| ção Hates P Rigos 
Welywyn Garden City, Herts: Jarl 
Smidt-Olsen, Cannon Hill, 
London. 


WINNERS OF THE TURMO!L 
COMPETITION (XMAS) 


The oecupier, 75 Dale View 
Avenue, Chingford, London: 
| eng Ang; London NAZ; Timothy 
Ashew, China Magna, Bristol; Paul 
Atkin, Hull; Mr D Atkinson, 
sacriston, Durham; Raymond 
Barry, Crofton, Wiakefigid: E Reale, 
Formby, Merseyside: Paul Bentes, 
Dersingham, King's Lynn; Me G 
Bell, Huntingdon, Cambs; lan Bell, 
Birkenhead, eysida: tan Bell, 
Sheffield; Justin 5 Bem, 
Cricklewood, London; Nick Berry, 
Evesham, Worcs; Gary Booker, 
Wilhingdon, Easthourme; Ahodri 
Bowden, Petersiisla, hire; 
Chris Bowler, Barróm-on Trent, 
Derby; T Brookrman, Knutsford, 
Cheshire; L Brown, Belfast; Neil 
Brovntes, Tweedbank, 
Galashielda, Scotland; JW Bryant, 
Kngsbridge, South Devon; L 
Burton, Billericay, Essex; Neil 
Cane, Harrow, Middlesex: 
eh o o om k 
Bridges, parar Cottiough, 
Parkhali, toke-on-Trênt; Dem 
Connolly, Downpatrick, County 
Down, Northern Ireland; Marcus 
- Bromsgróve, Worcs; 
Sean Crossan, Cambridge; Ronald 
| Gulhane, Portrmamock, County 
Dublin; P Cummings, 


Marnborough, Wiltshire; Andiraw 
Cunnah, St Asaph, Clayd; JDaley. 
Deer Park, uth; Paul À 


Duehan, Farringdon, Tyne & 
Wear; Matthew Drycz, Rochdale, 
Lances: R K Eccleston, Preston, 
Lancs: Grahame Edger, Chester- 
le-Street, County Durham; DK 
Farrow, East Tilbury, Essex; 
Damian Gilheaney, Keresley, 
Coventry: Tony Giscombe, 
Letchworth, Herts; Danny 
Goldsmith, Braintroe, Essex: 
Andrew Green, Oakyworth, 
KReighhy; Stephen Hammond, 
| Gravesend, Kent; Timmy Hau, 
| Soulhfields, London; lan 
Hargreaves, Fleetwood, Lancs; R 
Harvey, Sedihull, West Midlands; 
AM Hirst, Thornhill, my: 
Ê r, Sutton Coldfigid, Viest 
Midlands, J Horme, Wembley, 
Middlasex; Simon Howerofi, 
Barnsley, South Yorks;D Hughes, 
Chaltenham, Glos; David Hursi, 
Castleford, West Yorks:5S Hussain, 
Rushalme, Manchester: Mark Ide, 
Rye, East x; Scott donas, 
Buriey-iniWhariadata, West 
Torks: Mrs L Lane, Hazelmere, 
ucks: HW Lee, Popiar, London: 
David poa Chester-le-Stregt, Co 
Durham; 3 Lewirgton, Chalford 
Fill Stroud, Glos; Mr reay 
NoCandiess, Woolston, 
Warrington; Richard MacGonigal, 
Southampton; James MeMotlen, 
Douglas, County Cork: Maria 
MeNaily, Caversham, rr É 
Chun Po Man, London, WC2; Ehab 
Mina, Oadby, Leicester; Chris 
Moss, Marks Tey, Essex; Sunil 
o Store, Rent; James 
Oskenfold, Ringwood, Hants: M 
ps Gloucester; 5 Palmer, 
London Ed; Alec Panayi, Harrow, 
Middlesex: Derok Paririciga, 
Cheltenham, Glos; Sanjay Patel, 
Walgall, Vvast Midlands; Neil 
Pearson, Knaphill, Surrey; Geoff 
| Prerless, Steynina, West Sussex; 
Kd Piper, Carmiberiay, Surrey: 
Evan Pratt, Cheltenham; tan 


dai Lore and Underwuride 
which are still being judged as w 
you want to know what has happe 
petition, please look i 


com 





apart from the Avalon, 

map competitions 
e go to press. And if 
ned to the Leonardo 
nthe news pages. 





Proudtoot, Chuchester, West 
Sussex; Philip Race, Morh Yorks: 
A Reynolds, Redditoh, Vioros; 
Michaei Robinson, Swansea; G 
Robinson, Hunmanty, North 
Torks; Paul Rock, Horta; ST 
Ropear, Gediing. Noits; David 
Scott, Hatheld, Herts; Mark Scott, 
Newquay, Cormwall: Dean 
scrutton, Aintree, Mersevside; P 
Spllick, agi Quon; Ken 
Sigley, Great Veyrley, Walsali; P 
Singh, Stafford; Kevin Spear, 
Lincoln; D cd dg 
Stocksbridge, Sheffield; Simon 
Stokes, Erdington, Birmingham: 
Ben Tavlor, Nailsworth, Glos A 
Thomassen, Bexhili-on-Sea, East 
Sussex: Michael Tinson, Pershore; 
Worcs; Phillp Tunney, Milton 
Meynes: Neil Unit, 
Wolverhampton; Alan Waiker, 
Stretford, Manchester: K 
Wilkinson, Mirfisld, West Yorks: M 
Wilson, Olton, Solihull, Wy 
Midlands: Jonathan Wollmy, 
Wobing, Surrey 


aged to 
make you BYTE, Bi you buy 
butoften ragret it. |t's CRAZY, 
CAVERNS full of software and 
aggresive assistants, — lrecall one 
ho resembled Dracula's 
prandiataor Vad removed the inlay 
Gobing for a sereen dum when, 
do rbd FREEZE' he F 
growied, | dropped the tape, al 
could think ofwas RUN, BABY 
RUN, — TERRA FORCEd mea to 
make a rapid EXODUS. Now ye go 


ipi pio say we re TH 
WILD BUNCH, a MENACE, — they 
treat us às if we're VIKING 
RAIDERS after BOOTY but we get 


tot fore we buy. 
Ru NERS UP. 


Stephen Bell, Ponteland, 
Northumberland; Robert 
Cameron, West Clandon, Surrey: 
iss M Grifiiths, Paola, Dorset; 
tohm Minson, Musegll Hill, 
London; lan Muir, Cramblington, 
Morthumbartand; 


SILVERSOFT COMPETITION 
[XMAS) 


WINNER: Mrs Beryi Paulis, Hull 
end: M Usher, Offeron, Stockport 
RUNNERS UP: Richard Anderson. 
Belfast: Derrick Austin, Haxby, 
York: Richard Batchelor, Weston, 
Suffolk: Paul Bennett, Bolton, 
Lancs; Graham Bentley, Thirsk, MN 
Yorks: Andrew Bettany, Tang Hall, 
York; O Birch, Harlow, Essex: 
David Blair, Rutherglen, Glasgow; 
PO Blenkinsop, Sutton Coldfeld, 
Wi Midtards: Dennis Biyih, 
Blackpoo!; Russell Badey, Arnold, 
Nottingham; Jonathan Braman, 
South Chailey, E Sussex: David 
Brown, Hounsiow, Midadlesex: L 
Brown, Belfast; Loo Brown, Forest 
Gate, London; Robert Burgess, 
Rotherham, 5 Forks; D Carroll, 
Hull; Nigel Curmings, West 
Bromwich, VV Midlands; Mark 
Davidson, Peniculk, Lothian; 
Christopher Davy, Eppina, Essex; 
Philip Day, Grimsty. 5 
Humberside; Wi R de Kler, The 
Hague, Holland; Mark Ellis. 
dtntona, County meet; 
Simon Ellis, Frith, Eluyd; T Fisher, 
Horley, Surrey: E Francis, 
Bewilagt, Essex: Payl Fulcher, 
deh, Norfolk; 5 J Gallowsay. 
Castle Bytham, Lines: Adam Gill, 
Pdkringion, Manchester: Jason 
Goddard, Solthull, VW Midlands; 
Danny Goldamith, Braintres, 
Essex: N Goodman, Longton, 
atoke-on-Trent; lan Green, 
Shefheld; John Gresn, 
Toddington, Beds:; M Griffiths, 
Poodle, Dorsat; Steven Grova, 
Witrey, Hanits; John Helias. 
Aburciordl “ Leeds; Robert 
Halliday, Cheam, Surrey: Saul 


| emilio, Tewkesbury, Glos: d 


Harvey. ston, Derby; Robert d 
Head, ipswich, Suffolk: a 
Herbert, Garstang, Lancs; Andrew 
pi adega Ialeorth, Middlesex: 
Anthony Holme, Derby: Kevin 
Howson, Kendal, Cambria: tan 
Hunt, Purtey, Surroy; Billp. 
Reddrtch, Vvorcs; Steven Ktarton, 
Cumbermáuld, E am 5 
orks; MM 


Kendall, Ússetr, W 


Kesterton, Chapel Allerton, Leeds: 
J DKidd, Gr Clacton, Essex; 
Richard Landelis, Aaunds, 
Northants: P Lauff, Rothavell, 
Northants, Anthony le May, 
Gadeup, Kent; David Linsbey. 
Jesmond, Newcastle-upon- Tyne; 
cao pá bj A bed, 
tingham;6 Mellory. 
Congiston, Cheshire: Glenn 
McDowell, Salisbury: Stuart 
MeFariane, Glasgow: Barry 


Meckeovn; Hamilton, Strathelyde; 
James MocMultan, las, 
County Cork; Anthony M Main, 


Morpeth, Northumbertand: 5 vy 
Meale, Hoddesdon, Herts; John 
Minson, Musvestf Hill, London;S G 
Mitchell, Basingstoke, Hánis; G d 
Morris, Folkestone, Kent; JA 
Morrison, Ebmwick, Newcastla- 
upor-Tyne; David Muller, 
eia «Norfolk; Enc Nelson, 
Farndon, Chester; Manlhew 
Nobbs, Norwich; Philig Nutman, 
er eo 
“Conner, Aberystayih, Dyted; 
Matthew Giden, Folnhill Park, 
Southampton; NH Oughton, 
Moreton-in-Marsh, Glos; Andrew 
Peck, Doncaster, 5 Yorks; Gordon 
Peterkin, Stapleford, Nottingham; 
Steven Peters, Deptiord, London; 
Leigh Roberts, Ki minister, 
Worcs; Neil Ross, Lorbert, 
Stringshire; Justin Richards, 
Br rave, Vores; David Scott, 
Hatfiatd, Heris: Simon Seolt, 
Wool, Dorsat: rio enenpara; 
Lakenham, Norfolk; Hangal Singh, 
Trench, Shropshire; Jahn Slater, 
Warwick; Andreve Stocker, 
Southport, Merseyside: Andrew 
Strong, Kinsham, Glos; Antormy 
apencer, Chesterfield, Derbyshire;. 
Sean Sumper, Sutton Coldhiela, WW 
Midlands; Paul Taylor, Hersham, 
Surréy; Wayne Thinweill, Avhope, 
Tynie & Wiar CF Tilley London, 
W1d; Marihe Tungeruis, 
Heemstede, Holland; P Waldock, 
Ecs nó London; ni 
Anotty Ash, Liverpool; em 
Walton, Demwsbury, WY Yorks; Tony 
Watson, North Finchley, London; 
Michael Wilkinson, Penarth, South 
Glamorgan: Jahn Winch, Hoo, 
Rent: Chearrau, London, NW; 
Mark Forath, Chihwell, Notts. 


WINNERS OF CES COMPETITION 
XMAS) 

under Ahmad. Mourao; K 
Alexander, Morden, Surrey 
Wayne Armstrong, Bristol: Craig 
Enton, Rotherham; Vinoent 
Badger, Wolverhampton: Grant 
Ball, Feltham, Middlesax; Steven 
Barker, Rotharham; Steven 
Bartlett, Preston; David Bates, 
Solthull; FA Beato, Blandford. 
Dorset; James Belcher, Warley, VV 
Miciandis: Paul Bosk, Barkino, 
Essex; Andrew Bond, Elstead, 
Godaiming: Andrew Boorman, 
Hainham, Kent; Neil Bucknall, 
Higihtovyn, Wy Yorks: Mark Cairra, 
Asningion, Nonhurmberland!: 
James Clark, Cormwall; Derek 
Cooke, Stevenáge, Henis: Lee 
Cormeil, nba Kent; Stephen 
Cornweil, Pontefract, W 'Forks: 
Terente Croker, Colchester: Mrs 
Liz Cutbertson, Gateshead, Tyrie & 
War; Peter Dabbs, Wednasbury, 
Wy Mediands: M Dawson, Ross 
Shire; HA JL de Roos, ScHagen, 
HOLLAND; Graham Dixon, 
Aldershot; lan Doyle, Runcorn, 
Cheshire; Mark Dryden, 
Rickmangworth, Herts; Chris 


Ellerion, Tunhridge, Kem; Paul 
Eliiott, Amersham, Bucks: Michael 
Ferris, ed o Ni; DavidH 
eaduaar: radford, Works; 
Scott Graham, Milton Keynes; 
Paul Granger, Greeniord, 
Middiesex; James Grrmood, 
Rayieigh, Essex: Stuart Hamilton, 
Barking, Essex: Warren Hamilton, 
Enniskilen, Ni; lan Harcombe, 
Liverpoo!, Stephen Harper, 
Glasgow: Gary Harris, Oxtord; Jan 
Heeremia, Denhaag, HOLLAND; C 
M Hewish, Sydenham, London; J 
A Hilson, Preston, Lanes: 
Christopher Holding, Stockport: 
Miss Alrsón Holmes, Retford, 
Notts; Gary Hook, Hilingdon, 
Middlesex: Philip Howes, March, 
Cambs; IM Hughes, Banbury, 
Oxon; Julian Hull, Taunton, 
Somersm; Zamir Hyder, Crovdon, 
Surrey: Franco lannell, London 


NZ0; David À Jackson, 
Choppinton, Northumberiand: 
Wiss Debbia Jarrett, Redditeh, 


Wrarcs; Tomy Jordan, Kent; MW 
Kemp, Biggin Hill, Kent; JE Kngen, 
Este df Man: D Lambe, Beighton, 
Shetietd; Danny Lek, Denhaao, 
HOLLAND: Kernson Low, 
Wembley, London; DiMeCieHand, 
Hartlepool; Brian Mei, 
atevartón, Scotland: Aq 
Markham, Hopton pn Sea: Gerald 
Marriótt, Gloucester; Les Meaden, 
Beeston, Noótts; Alyn Mulholland, 
Calvenon, Notis: O Newton, 
Ikaston, Derby, KJ Os Ma 
Altgrion, Liverpoo!; Richard 
Parker, Newent, Glos; Miss M 
Pentoli, Bolsgver; lan Percival, 
Macelesheld: Jonathan Poxon, 
Hucknall, Notts; À Prior, Mvoking, 
Surrey: Neil Ross, Stirlingshure: Ny 
E Galt, Crayford, Kent; Carl Saxton, 
Ashern, Doncaster; PaulSharpe, 
Púrley, Surrey: Miss Karen Shaw, 
Kidderminster; lan Shillam, 
Shefficid: Lee Shuithpood, 
Takeloy, Essex: Scott Sinclair, 
Ayrshire: Dacrell Smith, 

ncaster, 3 Forks; Roger Smith, 
Maldon, Essex; Paul Southworth, 
Preston, Lanes; M Starks, Weston- 
super-Mare, B € Steele, West 
Dráyton; Paul Sutton, Whitleiah, 
Devon: Nicholas Turner, 
Halesomen, WW Midlands; Miss 
Gillian Urquhart, Aberdeen: lan 
Wy H, Purley, Surrey; À 
Walker, Desford, Lercester, Craig 
Watson, Bedale, N'rorks; T 
Watson, Petworth, VV Sussex EM; 
Steve Wati, Worlhna, WW Sussex, 
Jason Paul Wesilake, 
Christchurth, Dorset; RÁ Weston, 
Crosyborough, Sussex; Andreve 
Wigman, Christchurch, Docset; 
Simon Wood, Bradford: A Wrcght, 
ia a Hants; Mark V Wright, 
Solihull, WW IMidtands; Michael 
Yaliop, Norwich 


WINNERS OF THE FREL COMCON 
COMPETITION [XMAS) 

John Green, Toddington; lan 
Hudson, Alrewas, Staffs; À 
Meilvenna, Thorntor Heath, 
Surrey; Alan Ockerby, Eccleshill, 
Wirorks: Rickie Wells, 
Weilingborough, Northants, 


WINNERS OF STARSTRIKE 
(XMAS) 

bl ta E 
Wehittingior, Nr Clisustry, 
Shropshice; Junaid Abmed, North 
deton, London; À Alberici, 
Finchiey, London; Noaman Áli, 
London; P Atherton, Grimsby, 5 
Humberside; À Bailey, Carshalton, 
Surrey; Marc daker, Croydon, 
Surrey; JK, Barión-Harson, 
Nuthall, Notts; Colin Bates, 
Skelmersdale, Lancs; Paul Beabes, 
Kings Lynn, Norfolk: Paul Berry, 
Ussett, MW Porks; Simon Bessar, 
Bracknell, Berks: lgbal Bhathal, 
Hounstiowm, Middleçex: Marti 
Black, Hexharm, Morthumiberiand: 
Russell id, 
Nottingham; Stuarn Boys, 


FOR, LISTS AND LISTS OF LUCKY 
PRIZEWINNERS 


We're nearly up to date NOM 


Evesham, Wiores; Andrew 
Britchford, Rushden, Nonthants: 
Michael Budden, Cheam, Surrey: 
Neil Bysouth, Letehyworth, Herts: 
Murdo Campbell, Isle of Lewis, 
Seotland; N Cansdale, Stoke-gn- 
Trem, Staffs; Stavén Cheung, 
Douglas, Isto ol Man; Stephen 
Cornell, Pontefract, Wi Yorks; 
dj rod od 5, West Bromwnch, 
Wi Midlands: Graham Ellis, 
Malvern Vrells, Vrores; Mare 
Fanciuliaço:, Ickenham, 
Mididiesex; Paul Ferguson, 
Huntington, York; Meil Fisher, 
Palmers Green, London; Martin 
Frizzell, Cragavon, Co Armagh: 
Darrell Garvin, Coleraine, Có 
Londonderry; Jonathan Gil, 
Beckenham, Kent; Staáphen Habim. 
Sunderiáand, Tyne & Wear; Robert 
Hardiman, Headir Barks: David 
Harrow, Hertlord, Hertg: | Hari, 
Thornborough, ar, la 
Andrew Hay, Blackpõol!, Lancs; | 
dohn Hines, West Weliow, Hants; | 
Rober Hoinsey, Arnold, Notts: 
Tor Instone, Bndgnorh, 
ahropshire: P Jelfres, Small 
Heath, Birmingham; AD Jones, 
Havant, Hants; Geraint Jones, 
Taunton, Somerset; Jason Kane, 
Eirkintilloch, Scotland; Andrew 
kison, Pagham, Vest Sussex; R 
Lane, Vrednesfela, Vy Midkands; 
Anthony Lerlay. Suttup, Kent! 
Stephen. Lincoln, Bumbam-on- 
Crouch, Essex: Raphael Lynea, 
Oxford; GN MeCann-Moon, 
Fulggod, Lanes; Sirmon MeCarrall, 
Wirral, Merseyvside; Stuart 
McFariane, Glasgow; Julian 
Marhews, Newton Farm, 
Hereford, DW May, Chenvick, 
Lóndon; Alan Matealfe, Gosport, 
Harnts; Mrs € Moore, Intaka, 
Sheffield: David Moritz, Harrow, 
Middlesex: G J Morris, 
Folkestone, Kent; Stephen Mooris, 
Friar Park, Wrednesbury; Bruce 
Murray, Edinburgh: Graham 
Neste, Reading, Berks: Michael 
C'Connor, Dublin; Karen Orr, 
Bradtord, WW Forks; Mattheny 
Parselhe, Wilemslow, Cheshire; 
Aurian Palto, Ash, Hants; Anthony 
Philipson, London: MisPA 
Pilkington, Falmouth, Cornell; 
David Póvey, Co Down, N Ireland; 
Colin Reekye, 51 Monans, Fife: 
Michael Robinson, Demmen Fawr, | 
ombnsea: Adrian Samiar, Didoot, 
Oxon; Nick Sansom, Leominster, 
Herefordshira; Fariey Soolhick, 
Egham, Surrey: James Maxwell . 
Scot, Wimbledon, London: Henry 
Shades, Glasgow; J Shayler, 
Ecaconsheld, Bucks; Darren Sims, 
Orpirgton, Kent; Mark Slater, 
Hatfeld, Herts; Adrian Smith, 
Gosport, Hants; R Smith, Ealim 
Landon; G PStables, Swinton, 
Forks; Jason Stanford, 
Halesoyvwen, W Midiands: BC 
Steeha, West Drayton, Middlesex; 
Andrew Siocker, ini ud 
Merseyside: É Sysom, Spalding, 
Lines; Andrew Talby, 
Peterborough, Cambs: Sean 
Tapper, Sabsbury, Wvilta: John 
Taylor, Consett, Co Durham; B 
Templeton, Eating. Landon: David 
Thomas, Morthodi, Midalasem; 
Christopher Tong, Sapoota, Leies: 
Adrian White, Norbury, London; 
Andre Vvigman, Chrestchurch, 
Dorset; Michael Wilkinson, 
cad preta Mo 
iams, Ahyi, Chavo:; Davi 
Wintarngham, Hinley, Leics; 
Ardrew Wood, Spenmyndor, Co 
Durham: E Wood, Godalming, 
Surrey: Stefan Wocd; Greentora, 
Middlesex; Simon Wy tam, Old 
Heathfetd, E Sussex. 
WINNERS OF MATCHDAY 
COMPETITION [KMAS) 
Miss N Acirani, London; Jd Axtell, 
Mapperiay, Nottingham; Gareth 
Barker, Holywell, Chyyd; Dennis 


Biyth, Blackpoo!, Lanés: Michael 
Bowditch, Feovil, Somerset: 
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Graham Brown, Newbir gin-by- 
Sea, Nornhumberiand; D Brroii, 
Hull; 1 Clarke. Stevenage, Herta: 5 
Daly. Harbow, Essex: A | Davias, 
Neath, W Glamorgan; Ryan Davis. 
Longiord, Middlegex: Chris 
Emblem; Wyakeedo, Works: 
Gareth Evans, Penvyian, Cardilt- 
Andrew Fox, Stockport. Cheshire: 
Michael Gate; Swanage, Dorset: 
Arelrew Hallete, Kirkstall, Leis; | 
Hart, Thornhorough, Bucks: Log 
Hathaway, Calverton, 
Nottnogharm; À Heath, Ravyleigh, 
Essen; J Hesthfiald, London: 
Andrew Hilditech, Warri tom, 
Cheshire; Laurence Hof Four 
Marks, Hants; Michael Jones. 
Wylda Green, Sutton Colifiele; 
Richard Eieliro, Malveri, Vrorcs; 
Paul Ledger, Crascent, Lacds: N 
Loadbeater, Yardhey, 
Barrmindham, Alistair Late, 
Selton, Notts: Richard Liana. 
Mormihureh, Essex: Stephen 
Longueorh, lira), hi id 


Eccles, Manchester: Kevin 
Mickecwn, Co Tyrone; Stephen 
Marriott, Meo Dustor, Morthanta; 
IMark Moore, Castle Valo, 
Birmingham; Phillip Morris, 
Birmingham; Chris Pulen, Ne 
Lenves, E Sussex; Paul Reynolyis, 
Wellington, Somerset; Martin 
Roach; pondeindera, wu 
Midlands: Toby Roberts, 
Wrresham, Chad: Andrew 
Robertson, Enfield: Prul 
Sgunders, Gosport, Hans: Mrs N 
acarett, Basinystoke, Hanis; P 
Simpson, Shrewion, Wilts: Peer 
Simpson, Warminger: Wits: Paul 
Tag, Hartford, Herts: Chris 
Thomas, Uptor, Chester; lán 
Vincent, Mansfieto, Mott; Barry 
Wiiting; Ba por, Gwynadd: M 
Wehito, Mrese Addebury, Oxon: 


Stefan Wood, Perivale, Middlesas, 


WINNERS OF THE KET TRILOGY 
COMPETITION [XMAS) 
Miss Madrani, London Na: 


stourbridge WW Midlands: Jason 
Bahon, Maidenhoad, Berkshira: 
WDR Benoy. add As ai 
Sultolk: Mes TM Britton, Liantwit 
Major, 5 Glam: JE Burfigld, Hanhey 
Sven, Worcester: lan Craddock, 


Cannock, Staffs; Roger Davis, Hatiigid, Herts; Miss Jamie Saver, 
Dereham, Norfolk; Malcom Dixon. Kings Lynn. Mertolk: Pau! Serbert, 
Wraltham Cross, Herts: à Dixon, Harrogata; Andrew Smáliman, 
Hull, K Earley, E Croyden, Surray; Doune, Perthshire: Duncar Smith, 
Steven Forster, Stanley, Co adendo Wy Midiands; FA 
Durharn; Damial Foxman, London;  Soloman, rertwood, Essex: 


ditar Gogh, Mythe-Hants;| 
Gregory, Ustord: SD Galhtord, 
Luton, Beds; Robert Hardenstte, 
Liverpoo!; David Hill, Burtar-on- 
Trent, Stafts; Barry Milton, 
Polegate, E Sussex: Petar Honper, 
Banbury, Oxon; Malthew Jubh, 
Stockport; Collin Kaye, 
Huddersfeld: James Lord, 
Pencith, Curnbra: Wayne 
Mckenna, Sale, Cheshire: Kevin 
Mebecwn, Co Tyrone, Nreiand; 
Peter Millan, Grevabbey, M 
ireland; dohn Minson, Loren 


Simúr Pr 


Dormet; M Oxley, Glouçester: 
Qudman, Breslington, 
Bristol; Ewn Robertson. Largs, 
Ayreshire; Lewis Rossa, 
Ciavedon, Avon; lan Say 
Talford, Shropshire: Dav 


Stefan Suri, Cheylesmora, 
Loventry: Alistair Taylor, 
iIngawe, Glasgow: Andrew 
Tricker, Wicodbridge, Sultolk: 
Simon Ward, Leves, E SUSSEK,; 
atéphen Vrebber, Eastleigh, 
Hampshire; M White, Banbury. 
Oxorn; Matthew Williams, 
Headingion, Oxford. 


or: 





Simon Lyoás, Scawby:. 
Humberside: Damien ME ren. 





VOTING FOR 
IE 
ADVENTURE 
CHART 


The CRASH Adventure Chart 
has picked up considerably 
since we first introduced it, with 
more and more votes coming 
in every day! To make life 
easier for sorting, we are now 
providing a separate write-in 


Recharc Archer, Walsall, W 
Midancis: G Barrett, 


form, so please use it for the 
Adventure Chart, and not the 
one included at the bottom of 
the Holline details. lf you are 
voting on both charts, you may 
send both forms together in the 
same envelope of course. 


How to register your votes 


There seems to have been 
some confusion in the minds of 
voters for the Adventure Chart, 
so to clarify the situations, 
here's how we do it You may 


vote for as many titles as you 


wish (not just five as in the Hot- 
line Chart) and you may award 


ATO; S Nickholis, Gediing, Noite: 
Aria Camand, Weyrmouth, 





any of them points out of ten. 
So, for instance, you might 
vote for seven titles giving 
each of them ten points if you 
think they are worth it, or only 
three and give them one each. 
These votes are then added up 
for each title and the total is 
divided by the number of peo- 





ing for the Adventure Chart at 
the beginning), and may also 
be written in letter form without 
the use 
prefer. 
Adventure Chart Prize 
Draw 


of the coupon if you 


ADVENTURE CHART 
COUPON 


RS a Po a a UR o a 0 RT Do RS E ia pe Dn O BA ET aaa aa a RE 


A AV Dot OLE LHE PORCA IO JU = SPA TRAVE RO Pç o LD LD O O e 


Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 
LUDLOW, SHROPSHIRE SY8 1DB 


[os seno A RO dc a a a id La A ii 


E PO JS o SERRA RR CR O o PE a Pe ES ih o Co io Du nf. Se oa pele bs e ES O 


Ple who voted for the program And don't forget that, like the 
resulting in an aggregate Hofline Chart, you can win 
figure. From these figures, the prizes! Each month we draw a 
top thirty adventure games are winner from the voters, who 
taken in descending order. receives £40 worth of software 
Phoned-in votes are anda CRASH T-shirt, with four 
accepted over the Hotline runners-up each getting a 
(0584 3015) in the same way T-shirt and a mini-su cription 
(please state that you are vot- to CRASH'tor three months. 
ei US E e a pa E q 


Remember - points out of ten for as many titles as vou wish, | 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 


VS e e e | A e — us. ds e ic 


| CRASH HOTLINE WRITE IN COUPON My top tive favourite programs in descending order | 


| Please use block capitals and write clearly! 


| Name o, 


io as 


Pi 


| Address 


| 
| Send your coupon to: CRASH HOTLINE, PO BOX 10, 
| LUDLOW, SHROPSHIRE SY8 1DB 
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are: 


TITLE 


| | 
PRODUCE | 


ta 


| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
E 


| 
| 
| 
| 
| 
| 
| 
| 





as 


O OE HERO TrUNN IVO TEAT TRE FABALDUS 
ETE DE OKTHP (ECA CONJEE MD THE Fito) 
FE TUET A MINI-INÕED PLASER MRS CRAJMED 
HS SHIP ANO BEEN TAKEA AFA BET SF A 
DAFT MMPRALHIMP! AESO ST GOT HE EVE! 






HEY THAT WAZLOENS 
RUA DEE suit mv Logs À pi 
















O THE UMILIME (5 

JAVALS THE EVE OF ONTUI 4 

TO LDOR TO THE FUTURE MGRA,.. 
mm 















HER DU MIGA E : 
TOM CARE TO SMP THAT GROTPE BAUBLE 
PA TRT LOCA FOR THA HERE. TIOSE 
| MELAMACAL DOOM? Ju 
En? Pri 


7d 





vo Dê da 
A E À k 








fis Ca AS E - Ê 

E! LL TETAS MOUSTER FAL dr 
THE MLAÉS CU PM? ÁMLL ONT GET MS 

EVE BRR Ee. DID MEMSO 2. 2 EX MAU EM? 
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AMAAARGH! Shows, Shows, 
Shows! Hthink | have gone off 
exhibitions. There's probably a 


| hot of stuff about the LET show 
elsewhere in this issue (too right | 


— EO), but well, what would life 


| be like without me throwing in 
, de Sispsárçd 


he art of the exhibition is to 
stand around looking meaning- 
ful and authoritative (buyers for 
big shop chains tend to be far 
better at this than exhibitors, 
unfortuately) and thereby cadge 
as many drinks as possible off 
the assembled journalists, 
foreign buvers, advertising 
egxecutives and sundry other 
lackies. Naturally, in the course 
of doing one's business (ie 
selling the product) one has to 
buy quite:a few drinks for the 
same lackies; in fact the really 
scasoned and professional 
exhibitors cut out all the extran- 
gous hassle by keeping large 
quantities of booze on their 
stand at all times — | mean, 


| walking to the bar can be such a 


Lo A aa E — a o E o = = oficio 


draaag.... 

Alt im all, though, this show 
segemed remarkably flat, espec- 
tally compared with the PCWV 
show in the Autumn. Perhaps 
It's just that you always get 
much more pzazz at a public 
show than at a trade one, but it 
did seem to me that there was 
precious little new stuff around 
at all, and what was there was 
hardly revolutionary. One or two 
notable exceptions were 
Ocean's Gift from the Gods and 
Bevond's Shacowiire, both-of 
which were written by Denton 
Designs — now how come these 
people never produced any- 
thing classy while they were aí 
Imagine? 

Also getting its first public 
eránda dita Ovron from Firebird, 
which looked very impressive — 
well worth the CRASH Smash it 
received last month. There was 
nota lot of strategy games to 
look at though, and one story 
that emerged at the show was 
that of Lothlorien signing up to 
do a game or two for Quicksilva. 
| know lve not always been kind 
to Lothlorien, butat least they do 
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try and create games that do 
more than just improve your 
wrist action. Perhaps with 
Quicksilva giving them a nudge 
in the commercial direction, 
they may start really showing us 


| what they can do. 


Realtime Software, who so far 


| as [could make out are three 


beer-gutted, cider-swrilling, 
bearded heavy metal lovers, 
spent a lot of time demonstrat- 
ing their extremely tedious 
gam 2 JD Starstrike which they 
ave just converted for the 
cataleptic Enterprise computer, 
As | approached to ask thern 
what they thought of 'Star Fleet 
Batiles' | was hustled away by a 
bevy of Enterprise salesmen — | 
wouldn't have minded that they 
nailed my feet to the floor and 
forced me to watch their forth- 
coming TV commercial-B4 


times, but lm stillhwaiting formy | 


official Enterprise track suit to 
pop through my mailbox, Any 
chance of it boys? Or will | have 


| to compare yourmachine with 
| the Spectrum first? 


Qn limping downstairs | was 


| very pleased to discover the 
Ludiow mafia handing out trad- | 


itional Shropshire hospitality, ie 
gin, from the CRASH stand in the 
comer. The stand was (am | 
being biased here?) really the 
only decent thing on the ground 
Hoor. 

A last thought on the LET 
show: the biggest computer 
game company in Britain jand 
probably the world) was not 


| there. No, Im not talking about 


the Inland revenuve, Em talking 
about Ultimate, who never sully 
their hands with these show 
things. Would they have gained 
any business by being there, 
and did they lose any because 
they weren't? | doubt it. Once 
dd itlocks as though 
timate know something that 
the rest are only just finding out 
— that exhibitions are, for the 
most part, just an excuse for a 
binge, and that there are far 
more effective ways for comp- 
anies to spend money on prom- 
otion. Think about that next time 
vou buy a game — how much of 
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towards some marketing exec- 
utive's exhibition blowout! Oh, 
and | almost forgot, many 

thanks to the wonderful Dutch 


| people on the stand nextto me, 


who kept me going with regular 

supply ofPils, a couple of barrels 

ofwhich they had the foresight 

tô bring with them, 

Well that's got all the extimb- 

ition stuff out of the way, unless 
ou want to hear about this 
Sinclair OL Trade day (Vo, we 


| don't-ED) — I'm sure you dont 


want to hear about it, actually, 
but Hitell you anyway. (Please, 
no... ditas full of some of the 
snottiest, most self-congratulat- 
ing, jumped-up breadheads in 
the business, all discussing how 
this program was going to work 
out the movements of their 
shares, write the SUN leader 
column and assassinate Arthur 
acargill before breaktast. One 
chap twho shall remain name- 
less because he works for a 
major psoftware house) partic- 
ularhy got up my nose — hesaid, 
"How do vou find di aid 
software on the OL? Tricky? Ya, 
well we use a VAX for all our 
work you know. (A VAX being a 
F30,000 mainframe) 

| pointed outto this revisionist 
jackal that most ofthe best. 
games software was actually 
written on the machine which it 
was intended to run on, and that 
game software authors were 
used to working with the ídio- 


syncrasies of various machines, | 


and indeed managed often to 
exploit those idiosyncrasies. In 
fact, the only software house to 
go in for writing on bigger mach- 
ines than the intended end-user 
was, you quessed it, Imagine! 


Enough of all this; let's move 
on to the really important stuff 


fat last -ED], like whethermyloo | 


has thawed out vet (AMAARGH! 
—] and my planto build an 
ornamental shopping centre in 
my back yard out of broken 
bricks. Maybe | could sell part of 
the yard to Sainsbuúrys! [Come 
back Robert Maxwell, allis 
forgiven!] 













Producer: Argus Press 
Software 

Memory required: 48K 
Retail price: £8.99 
Language: machine code 
Author: Paul Clancey 


Alien is published under 
the “Mind Games” heading, 
part of the Argus empire. For 
once, | can actually find it in 
me to Say some nice things 
about one of their products, 
Alien is a very good game 
indeed, and a very faithful 
reproduction of the film to 
boot. lt's always been the 
case until now that games 
licensed from films or TV 
have been marriages more 
of convenience than made in |: 


heaven — games like The W 


Fall Guy tend to concentrate 
on a miniscule part of their 


| subject matter and make it 


the major (in not the only) 


' feature of the game. Even 


Ghostbusters really only 
used two of the subject ideas 
from the film, and it's been 
hailed as a masterpiece of 
thematic conversion. It 
makes me wonder really if 
software houses view name 
licences as anything except a. 
licence to print loads of 
bread from the gullible view-| 
ing (and listening) public. | 
mean, what on earth are 
Ocean trying to do with 
Frankie Goes to Hollywood? | 
I'd quess it will be a straight- 
forward platform game with 
a few naughty bits thrown in 















Acus ALIEN MBP 


for the giggling rebels. But 
simply the fact that Ocean 
1 reckon they can sell a comp- 


bi, uter game with the name | 
MM “Frankie” on it, with no initial 


“plot or game idea laid down 
at all, indicates the poor 
esteem in which most comp- 
anies hold the material that 
they draw their licences 
from, and their total lack of 
regard for all the creative 
work that went into the piece 
inthe first place. 

Thankfully, this is not the 
case with Alien. Alien, the 
parta has been written by 
fans, and it shows. Anyone 
| who has seen the film will 
know that the situation gets 
incredibly tense once the 
hunt for the Alien gets under 
way in the ship (if vou 
| haven't seen the film, per- 
suade someone with a video 
| to get it out — it really is one 
| of the best and most prob- 
able science-fiction films 
ever made; its director, 
Ridley Scott, has gone on to 
make “Blade Runner”, and is 
also very famous as a TV 
commercial director 
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recent pieces include the 
pre-Raphaelite Mazola 
commercial, and the Apple 
G84 Mega-commercial 
shown during the Super- 
bowl, which cost 2 million 
dollars for 2 minutes — but | 
digress). 
here's a quick summary 
of the film in the excellent 
booklet that comes with the 
game. 
pense are very difficult prop- 
erties to convey in any 
medium, let alone the comp- 





Tension and sus-| 


| 


uter game, which gives you a | 


quaint little flickering blob 
when you wanted a chain- 


saw, and a squeaky little note | 
when you wanted a massive | 


pipe organ blast! All the 
same, more reason to con- 


gratulate the author on suce- | 
geding so admirably in creat- | 


ing a tense environment in | 


the game, 
The action starts when the 


first member ofthe crew has | 


just had his internal organs 
re-arranged by the Alien 


bursting out of his chest. The | 


hunt is on for the beastie 
with the remaining crew 


members, one of which is an | 


android whose aim is to keep 
the Alien alive, just to comp- 
licate matters. 

There are 35 different 
rooms on 3 decks to search; 
but the rooms are also conn- 
ected by ducting which the 
Alien uses freely, but which 
most of the crew are loathe 
to enter. From what | can tell, 
there are basically two ways 
of destroving the Alien — it is 
possible to herd it into an 


airlock and then blast it out | 
into space, or itis possible to | 


leave the Alien on the ship, 
set the auto-destruct mech- 


anism, and escape in the. 


shuttle Narcissus, provided 
that you have Jones the cat, 


and no one is left alive on: 


board the ship. 

kt soon became clear that 
my attempts to find the Alien 
were of secondary import- 
ance to my need to find the 
cat — and it was only after 
my third abortive encounter 
with the little scurmbag that | 
sussed | had to have a cat 
box in order to catch him. By 
which time, of course, Ripley 
was the only person left on 
the ship and her morale was 
getting distinctly fraved ... 
another feature of the game 
is the way that the responses 
to orders are afiected by the 
personality of the crew 





member, 
they have had to suffer. | 
found that Parker the engin- 
ger remained confident and 
responsive right up until the 
Alien sneaked up behind him 
and bit his jugular out. 
Ripley, on the other hand, 
freaked out so much at the 
sight of a dead body that | 
had to take her halfway 
round the ship to avoid 
coming across any more. 
Not surprisingly, perhaps, 
my involvement with the 
characters in the game grew 
as the number of the crew 
dwindled (ie gotchomped by 
the big A), and the game 
became more of a role- 
playing game than strategy/ 
command game; until 
(because I'm not very good 
at it) there was only one 
character left, and | started 
identifying completely with 
that character; becoming 
first jumpy and then down- 
right scared as Iwent into yet 
another no-exit storeroom 
hunt for Jones the cat. 

When you're playing with 
the entire crew at your dis- 
posal, though, you do get 
quite the feel of being in 
overall command. | even felt 
at times as though | was on 
the ship, as the unseen 
commander. The screen 
shows you a plan of the deck 
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and how much | 





| 


| 


you are on, or the ducting in 
the immediate vicinity of 
anyone who is unlucky 
enough to be down there. 
You are given the menu of 
options to choose from — 
the main menu has the crew, 
to order individually, and the 
three deck plans. If you 
choose a crew member, your 
menu then changes, giving 
possible movemenits for that 
member, and other possibil- 
tes such as picking up 
weapons,  entering the 


| ducting and catching the cat 
|) Im particular situations, 





special options will appear — | 


for example, starting the 
self-destruct system when in 
the command centre. The 
screen also displays reports 
on the condition of the crew 
member you've selected, 
whether there is any damage 
to the room you're in and 





The sound effects helped 
to create suspense; the fact 
that you cannot see where 
the Alien is, but keep coming 
across evidence of its recent 
passage, and hearing it 
move around, adds to the 
atmosphere of greping 
around in'the dark — again, a 
very faithful recreation of the 
films feel. Because vou 
know if's a realtime game, 
the little scrapes you hear (of 
doors and griles being 


opened) and the blip from | 


the tracker become vital aids | 


to your strategic planning — 
which is a wholé new area 
for sound effects. Of course, 
as with any computer game, 
there are bound to be irrit- 
ating oversights in the prog- 
ram. | would personally have 


much preferred to have been | 


able to see all the crew's pos- 
Hions at once (at least those 





The middis deck plan from Argus Press Softwares sci-fi horror gama 


ALIEN. Somembere in there the Big 


crew membar 

whether the Grille is open 
(important because it shows 
if the Alien has been there or 


| not). You also get the óccas- 


jonal message from 
“Mother”, the ship's 
computer, telling vou useful 
stuff, like the fact that while 
you have just been picking 
up the cat box one of your 
Crew 
compulsory redundancy 
from the monster. 

There are a lot of aspects 


to the game which | have not 
| êntirely come to grips with 


yet; like, for example, exactly 
how to work the 'trackers' 
and how many sensors 
"Mother' has. I did, however, 
find it very useful to make a 
ga of the ship; it's not 
really necessary because the 
ship is shown on the screen, 


but it does help a great deal | 


In familiarising yourself with 


| the layout of the ship, the 


| names of the rooms etc. | 


found when | was e dd 
that | rarely needed to chec 
the location of rooms from 
the menu on-screen, which | 
think saved a lot of time — 
and speed is very important 
in a real-time game of this 
sort. 
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members has taken | 


A is about to chomp an uniucky 


on a particular deck), and | 
found the menu selector 
system a little cumbersome 


to use — for example, || 


always seemed to select the 
wrong option and go back to 
the main menu just when | 
needed to do something 
really vital, like catching the 
cat. Surprisingly, though, the 
menus themselves are very 
well thought out, and | rarely 
found myself wishing | had 


more options available than | 


were listed — with the excep- 
tion that it would be useful to 
have been able to commun- 
icate directly between crew 
members. The special' 
option always seemed to 
cater for particular situations 
— a definite improvement on 
other fixed-input games 
such as Lords of Midnight. 

Finally, Alien is a hard 
game to win at, | thought |'d 
done really well after a single 
two-hour game, to get one 
member ofthe crew off in the 
escape shuttle with the cat — 
but | scored 0%! 


Overall verdict: an excellent 
game — should keep you 
going for weeks. Hitchcock 
would have loved it. 


a TT 








THE 
TRIPODS 


Producer: Red Shift 
Memory required: 48K 
Retail price: E12.95 
Language: BASIC with 
some machine code 


Interestingly enough, this | 
month | had set things up to | 


review 
weight' 


just two 
games, 


“neavy- 
both of 


which are menu driven, 


However, while Alien defin- 
itely lives up to, and even 
exceeds expectations, The 
'ripods does not. The pack- 
aging is nice (as indeed is 
Alien's) and includes a large 
full-colour map of France, 


| showing the various rivers 


and the White Mountains, 
your destination. But | began 
to have doubts about the 
game when | started reading 
the instruction booklet. ht 
promised lots of interaction 
with NPCs (non-player char- 
acters) but said nothing 
about how this was going to 
take place. Not to worry, | 
thought, all will probably be 
revealed in the game itself. 
This did not transpira. 

There is a basic menu, con- 
sisting of looking left or right, 
moving, eating and getting 
status reports on health and 
possessions. There are also 
options to pick up or not to 
pick up objects — you cannot 
drop objects. A special menu 
comes up when there are 
Tripods around — you can 
look left or right, move, or try 
to dazzle it, try to disorientate 
it, Or examine your pack. 
Great, | thought, | just 
happened to have found a 
grenade lying around earlier, 
let's try and blow one of its 
legs off, But | was not able to 
get the pineapple out of my 
pack, let alone fragmentise 
the machine with it. This 
same problem seemed to 
apply to all sorts of other 
things as well — for ex- 
ample, there are shops 
dotted all over the place, and 
you carry money with vou. 
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Foolishly, | jumped to the 
conclusion that you would 
be able to go into these 


| shops and buy things. Well, 


apparently yóu can't; per- 
haps you have to find a trans- 
lator (a babel fish perhaps?) 
first, but there is nothing to 
give you a clue. While this is 
uite acceptable, indeed half | 
the fun, in a text-interpretive 
adventure, in a ten input 
menu driven game, it seems 
obfuscatory to say the least. 
That you cant apparentiy 
do very much in the game is 
not its only shortcoming. The 
graphics also leave a lotto be 








desired. Red Shift have gone 
for their own “landscaping'| 
system, giving them (| would 
quess) several thousand 
views in the game. Each part 
of the picture is well drawn 
— there are four or five diff. 
erent kinds of trees, loads of 
different buildings, bridges, 
marshes and so on — but 
they are assembled to form 
pictures that throw perspect- 
ive out of the window. There | 
are also a series of graded 
lines drawn across the top of 
each picture, which | pres- 
ume are intended to enhance 
the overall three-dimension- 
al feel of the picture — | 
found them messy and irrit-. 
ating to look at. the drawing 
time of the pictures is not | 
fast; and this is a complaint 
which applies to the whole 
game — response time is far 
too slow. Mostofthe game is 
written in BASIC, which 
means you get these tedious 
pauses between pressing a 
key and being able to do 





something else, And 
occasionaily, for example 
when vou come across a 


Tripod and need to move 
fast, these delays make 
effective gameplay imposs-| 
ible. | gather that The Tripod | 
was going to be the game 
that would revive a rather ail- 
ing red Shift but | have the 
feeling that it may be their 
death warrant instead. 


Overall verdict; However 
much you liked the TV series, 
don't buy this game. You'd 
be better off waiting for 
Ocean's Frankie. T 
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“CLIVE” AWARDS - Limited edition of prints 1984 


EAISHAND-HIAV Id SSIHO 


Selting up 


David Rowa began his assoc- 
ration with the software industry 
in the Autumn of 1982, when a 
friend a Nick Lambert, was 
' Qurcksilva. Called in 
E Mt ciióm ii far The 
Chess Player, David rapidih 
became a máinstoy of Quick. 
silva's Art Department and while 
faça és sata has so far 
Fone over 50 cover illustrations 
for Quicksilva. 
But that is by no means all! 
Between graduating from 
Brighton Polvenchnie dn 1975 


and becoming involved in illug- 


trating cover inlays, De 
worked as a “jobbing artist”, 
appiving his skills as a draughts- 
man to the requirements of his 
clients — and apart from illus- 
trating catalogues and broch- 
ures on commiíssion, he spent a 
wie doing acrylic portraits of 
people's peis. “Grinding hard 
work," is how he describes this 
phase of his career. And while 
e wincdcyeed round the 
country Janes of Hampshire, 
partly propelled by the bresze 
catching the A? portfolio he 
carried on his back he set up 
deals with pubs by which he . 
drew the boozer and solid a setof 
limited edition prints to the land- 
lord, who then offered them for 
sale to his regulars. 

David was in at the start as a 
software illustrator and he has 
painted the pictures which form 
the basis of a large number of 
book covers for firms such as 
Addison Wesley, Interface and 
Melbourne House — all for their 
computer-related titles as well 
as producing covers for magaz- 
ane as Acomn User and 


“The computer industry prov- 
ides such & terrific medium to 
work in, and there's a great deal 
of allowance for persona! ex- 
pression — and the games 
almost demand an illustrator to 
incorporate a bit of fun and 
wihimsy in his work. A commiss- 
ion from an advertising agency 
to, say, do an airbrush painting 
of a fridge can be soul-destroy- 
ing — but you have to be protes- 
sional, “he told us. Jum és 
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He has been involved in prod- 
ucing computer graphics; using 
a sprite designer written by John 
Hollis he did the animation and 
prapitice for Aquaplane. But he 

as no plans to get involved 
more deep'y in this field — apart 
from a bit of hush-hush work 
current'y undemvay for a top 
secret new Quicksilva project, 
his interest lies mainly in paint 
ing. His iNustration Sen 

Vhites program Ant Attac 

went down well with the prog- 
ram's author, who is a sculptor 
as well às a programmer oddly 
enough. The first time David and 
Sandy met was at the launch of 
the game — but they got togeth- 
er as artists for the Zombies 
bg cover, by which hangs a 
tale... 

Rather than draw an ant from 
memory, David went out and 
bought a second-hand micro- 
e for E 700, found an ant and 
did the drawing from life. Peer- 
ing down a micrascope with one 
eve and using the other one to 

oa drawing ofwhat was on the 
slide was how he got involved 
with art! After studying Zoology, 
Botany and English at A level, he 
decided to “become a hippy' for 
aco q eis of years fin the late six-- 
tes) before starting art school, 
's current main project? 
Acting as co-ordinator to à team 
putting o Abib a book which 
wilf use a large number of soft- 
ware artists" work — along the 
lines of the album cover books 
published by Paper Tiger (for 
whom David worked in the sev- 
enties). “lt sesmed the logica! 
thing to do,” he explained, 
there's an international market, 
and it can be sold everywhere 
that computers are sold, not just 
in bookshops.' | 

Not bad for a self-confessed 
ex-hippy, but has he sold out 
with his wife, two-pointfour 
children, Ford Cortina and semi- 
detached home we asked. “Wife, 
two children — and the dog's 
point-four | suppose; "ve got a 
mortgage but it's a Ford Sierra, ' 
he chuckied. '! work from home, 
so Is a compromise, but largely 
on my terms — Fm not suffering 
from the daily grind.' 

Lucky man. 
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